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LONDON 1923 
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Wherein the investigators visit the seat of empire, answer the call of an 
old friend in need, and a lengthy journey becomes desirable. 


bu Geoff Gillan with L.N. зәм! ind Mile ЕТ 


THE INVESTIGATORS SHOULD ALREADY 
be in London. They may have just completed 
another adventure there, or an interesting auc- 
tion may be occurring, or they may be conduct- 
ing research, or a London acquaintance, Profes- 
sor Smith, may have invited them especially to 
attend his Challenger lecture. A suggested hook 
is offered below, the opening of the Maudslay 
Collection at the British Museum. 

The narrative assumes that Professor Smith 
and his manservant Beddows are in use; keep- 
ers using other characters must amend player 
handouts appropriately, or create new ones. 

If possible, include Smith in an adventure 
before running this set of scenarios. If replacing 
him, use a character already known, perhaps 
a semi-retired investigator. The investigators 
should trust Professor Smith or his replace- 
ment; previous association can easily accom- 
plish this. Perhaps an investigator is a member 
of the Oriental Club, and knows Smith from 
there. London Handout £1, on the following 
page, summarizes their friend Professor Smith. 

If the keeper replaces Smith with another 
character, so Beddows should be replaced by a 
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favorite student, perhaps, or a loyal compan- 
ion. Freedom is nearly complete here, since 
neither Smith nor Beddows return as substan- 
tial characters later in this campaign. 

Keepers should be familiar with the Cam- 
paign section before proceeding further. 
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LONDON HANDOUT £1 


WHAT YOU KNOW ABOUT YOUR 
FRIEND, PROF. SMITH 


Professor Julius Arthur Smith, Litt.D., Ph.D., 
is 59, a heavy-set Englishman, a scholar who 
now devotes himself entirely to research. He 
is famed for his whiskers and great curling 
moustaches that give him the air of a friendly 
walrus. His disgusting preferences in tobaccos 
(especially his favorite, a foul, obsidian-hued 
Balkan Sobranje), his erudite after-dinner 
stories, and his hearty laugh are trademarks. 
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The professor maintains a town house in St. 
John's Wood, where he resides when in Lon- 
don. At present it is undergoing renovation, 
to enlarge his library, and so the investigators 
must stay at a hotel. 


When in London, Smith spends most of his 
time lecturing at the University of London 
or reading at the British Museum library. He 
is a member at the Oriental Club, but does 
not get there as often as he would like. His 
country home is an estate not far from Cam- 
bridge. Margaret, his wife, died in 1919. These 
days his manservant Beddows, who is at once 
friend, assistant, and confidant, is his only 
companion. 


THe MAupsLAY COLLECTION 


A new room at the British Museum opens on 
January 1st, 1923 containing the Maudslay Col- 
lection, an exhibition of ancient stone sculp- 
tures from the early Maya tribes of Southern 
Mexico and Central America. Archaeologist Dr. 
Alfred P. Maudslay recovered the exhibits from 
ruined jungle temples during expeditions in 
the 1880s, and is present to open the exhibition. 
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Keepers might use the opening of the 
Maudslay Collection as a place to introduce the 
investigators to Professor Smith and each oth- 
er. Recognizing them as mutual acquaintances, 
he invites them all to his Challenger Lecture on 
Wednesday night. 

The sculptures and plaster casts in the col- 
lection are of no further significance in this sce- 
nario, but keepers may enjoy describing the 
framed photographs of the lonely ruins, and 
the limestone lintels depicting bloodletting 
rites and human sacrifice. Archaeology rolls 
discern that captives were considered the food 
of the gods. 


The Challenger | «аге 


While the investigators are in London, Profes- 
sor Smith invites them to the latest Challenger 
Trust Banquet-Lecture, a formal affair hosted 
by the trustees, who select speakers of clear 
voice, sound mind, and impeccable credentials 
to report on original researches or inventions 
of theoretical or practical importance. These 
evenings are held roughly once a year, though 
some years see two or three such events, while 
in other years none occur. The trustees, true 
to their charter and no doubt chuckling in 
discussion over cigars and port, encourage id- 
iosyncratic and even amusing studies, but by 
individuals nonetheless able to convey proofs 
either inherently astonishing or startling in im- 
plication. In collective effect, the trustees judge 
nominees by Barnum’s criterion, “Amaze me.” 

Nominees need not be subjects of the 
Crown; Curie and Marconi spoke here, as did 
Count von Zeppelin and Edison. Though the 
event was semi-secret then, Dr. Cavor is ru- 
mored to have lectured some months before 
his disturbing disappearance, levitating a rai- 
sin made luminous for purposes of demonstra- 
tion. A few years from now the trustees select 
an American astronomer, who demonstrates 
that the matter of the universe is scattering out 
like pellets from a fowling piece. 

The great formal dinner occurs on the eve- 
ning of Wednesday January 3rd, 1923 in the 
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The Imperial Institute in Kensington 


Imperial Institute, in Kensington. The Upper 
East gallery's stultifying reference collection 
of standard commercial products is put away 
in favor of tuxedos, gowns, splendid dress uni- 
forms, glittering jewels, gleaming sabres, and 
waxed moustaches. 

Tonight the speaker is Dr. Julius Smith. His 
rigorous skepticism and methodical analysis 
earn him high reputation as a debunker of me- 
diums, spiritualists, fortune-tellers, prophets, 
holy sites, apparitions, and so on. He has stead- 
fastly refused to give the investigators any hint 
of his topic for tonight. 

Smith is droll, an entertaining and precise 
man who recounts with relish the clever deceits 
(and his cleverer exposures) of charlatans and 
pretenders. Laughter is general and ongoing. 

“There prove to be, however,” and here his 
voice turns serious, "categories of repetitious 
phenomenon offering no simple elucidation: 
I refer to the ‘poltergeist, to the ‘traveler’ who 
suddenly finds himself dozens or thousands of 
miles or years from where he stood moments 
before, and to the ‘haunting. My presentation 
tonight concerns the last. 
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Beddows, the faithful and devoted butler to Professor Smith 


THROUGH THE ALPS 


WWW WWW 
Scenario Timeline 


DAY ONE—Monday January 1, 1923. New Year's 
Day. The investigators should be in London, and 
have been invited to the Challenger Lecture by their 
old friend Smith. 


DAY TWO—Tuesday January 2, 1923. The investi- 


gators sight-see, or conclude other business. 


DAY THREE—Wednesday January 3, 1923. The 
Challenger Lecture is held. 


DAY FOUR— Thursday January 4, 1923. The inves- 
tigators amuse themselves in London. Mehmet be- 


gins to study Professor Smith. 


DAY FIVE—Friday January 5, 1923. Mehmet 
Makryat kidnaps Prof. Smith and burns down his 
house in St John's Wood. That same night he kills 
his three body doubles. 


DAY SIX—Saturday January 6, 1923. Newspaper 
stories appear of Prof Smith's disappearance, and of 
Mehmet Makryat's triple death. That evening the in- 
vestigators receive a note to meet Smith at an address 
in Cheapside. An optional event also may occur— 
Henry Stanley disappears from his Stoke Newington 
bed-sit (see "The Doom Train," next chapter). 


DAY SEVEN—Sunday January 7, 1923. Option- 
al—Newspaper story of Henry Stanley's spontane- 
ous human combustion appears (see "The Doom 
Train"). 


АА А А А) /А\ А АЧ УА! АЧ А А А УА! /А 


“I say ‘haunting’ and not ‘ghost’ or ‘spirit’ 
because alone of such epiphenomena, haunters 
can be buildings, lanterns, coaches-and-fours, 
swords, and so on, as well as men, women, dogs, 
bears, processions, even armies. World-wide, 
the store of casual anecdote concerning haunt- 
ers is enormous. 

"And I say 'epiphenomena' because the 
haunters are not linked with specific observers, 
and the haunting presumably occurs with or 
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without human witnesses, as we shall see. Thus 
perception of such an event is secondary to the 
event itself. 

"The essential characteristics of haunters 
are simple: the person or thing must have ex- 
isted, must have disappeared in some sense, 
and then must reappear once or many times. 
The location of the phenomenon may stay the 
same, or may change; that which reappears 
may be partial and insubstantial, or be as solid 
and real-seeming as any member of tonight's 
illustrious gathering. No other conditions are 
needed." 

Dr. Smith then projects slides of three 
hauntings in detail—a Breton fishing boat, a 
Norwegian woman, and a London hansom cab. 
Each incident was studied and photographed 
simultaneously from at least three positions, 
allowing accurate scaling of the apparitions. 
The good doctor is able to demonstrate several 
characteristics shared by the three. 


If Professor Smith had known what awaited him that evening, 
he certainly would not have left his home. 
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Events in London in 1923 


On Sunday, January 7 the National Unemployed 
Workers’ Committee Movement stages a demon- 
stration demanding that parliament address the un- 
employment issue. Thousands attend. Communist 
banners are flown and “Тһе Red Flag" and the Sinn 
Fein “Soldier’s Song" are sung in Trafalgar Square. 
This is a prelude to the more violent conflicts the 
investigators will experience between socialist and 
government forces in Italy and the Balkans. 


The Irish Revolution is widely reported. On 8 Janu- 
ary, 150 Irish republican ‘irregulars’ attack and cap- 
ture various government posts in Cork, using ma- 
chine guns and incendiary bombs. On January 12, 
rebels attack the railway station at Sligo in Ireland, 
burning it to the ground. Two passenger trains are 
wrecked and several engines run down a siding and 
into the harbor. 


On January 29 at St. Pancras Station, a shell-shocked 
ex-soldier attacks the King with a crutch. The plight 
of veterans is another theme of the campaign— 
keepers may wish to move this historical event for- 
wards and stage it as the investigators depart. 


eM 


> The three apparitions do not coalesce 
from points, as most tales describe, but 
slowly emerge whole from invisible 
planes, as if passing through what Smith 
terms the ‘curtains of perception, 


> Each is semi-transparent. He traces the 
clear passage of a wave through the fishing 
boat, for instance, and shows that the image 
causes no froth or ripples: it does not resist 
the water. In other slides, the audience 
sees the second or third photographers 
through the image of the apparition. 


> Each apparition glows appreciably, as Smith 
demonstrates by isolating the reflections 
from nearby objects. Sampling attributes 
part of the glow to ionization, but not 
all. Careful indexing of the reflections 
indicates that the level of ionization 
varied randomly during each event. 
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» The rate at which these three apparitions 
manifested motion was in comparison to 
normal movement slowed by a consistent 
half in each case. Smith points out a 
ripple passing across the sail of the fishing 
boat; when 16mm cinematograph film 
of it is speeded appreciably, the ripple 
seems normal while the ocean waves 
become ridiculous. So does the staircase 
descent of the Norwegian woman seem 
less unusual when speeded up. The 
horse drawing the hansom cab switches 
her tail casually, as if discouraging 
flies, rather than making seemingly 
malevolent and mysterious gestures. 


> Historically, each of these three 
apparitions was held to have disappeared, 
not to have been killed or destroyed, 
though this observation could not 
be said true of every apparition. 


» Comparatively, instances of touchable, 
solid apparitions rarely occur. 
“One might wait many lifetimes 
for a chance,’ Smith speculates. 


> Such apparitions seem not to be uniformly 
preserved. The south of England, he 
notes, has been settled by man for many 
thousands of years, yet the vast majority 
of haunting seem to have been produced 
in the past five or six centuries. Only a 
handful survive from Roman times. 


Smith concludes by observing that in the past 
thirty years science has begun to learn about 
that which cannot be seen or normally sensed, 
and that some behavior on the atomic level is 
impossible in the greater world. He has come 
to think that hauntings offer clues to so-far in- 
definable ways of arriving at or opening a way 
into other dimensions. 

“Tt is my belief that such hauntings repre- 
sent clues concerning a natural universe much 
larger and much stranger than we imagine. The 
walls of what we perceive as normality have à 
subtle flexibility. The spectral hauntings I have 
discussed represent attempts—perhaps random, 
perhaps purposeful, certainly unsuccessful—to 
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Kings Cross Park 
St.Pancras 
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Euston 


7_ Holborn 
Old Bailey 


iental Club 


Victori 
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%8) 


, Westminster 


Croydon Aerodrome 
(9 Miles) 


return to this time and space by elements of it 
somehow removed. 

“If we are energetic, and not a little lucky 
in our observations, students of paraphysical- 
ity may one day be able to move up and down 
time, or to travel globally with minor effort, or 
to perceive that which at present lies completely 
beyond our senses. What waits beyond remains 
the supreme question which, for the present, 
each must answer for himself? 
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Reference 
. The Imperial Institute 
. Houses of Parliament 
3. British Museum & Library 
. New Scotland Yard 
. University of London 
. Mictoria & Albert Museum 
. Mehmet Makryat's Shop 
. Chelsea Arms Hotel 
. The Turkish Embassy 
10. Henry Stanley’s Bedsit 
11. Train-Spotters Assoc. 


12. Professor Smith's Home 


Артек THE LECTURE 


Dr. Smith is attempting to introduce scientific 
methodology into the study of magic, especially 
concerning the possible variety of Gates. Alas, 
his results will be interrupted and lost almost 
immediately, because of Makryat’s interference. 
It is possible that Smith drops a word or turns a 
phrase that may trigger an investigator’s mem- 
ory later in the adventure. 

With a successful Spot Hidden roll, the in- 
vestigators notice that their congratulatory 
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conversation is being observed by a dark, mus- 
tached man in his late thirties. He wears a mous- 
tache bushy enough to be classified as ‘foreign’ 
in the investigators' minds. Noticing that he has 
been observed, Mehmet Makryat makes a ges- 
ture of apology, and disappears into the crowd. 

The evening concludes, and the investi- 
gators may continue their current business in 
London. If they are tourists, the Traveler's Com- 
panion recommends some sites and hotels. They 
may seek another meeting with Professor Smith, 
perhaps at the Oriental Club, his club of choice. 

Thursday and Friday pass. On Saturday 
morning, unwelcome news arrives. 


The Plot Thickens 


Mehmet Makryat has lived in London for some 
time. He was interested that Smith was to lec- 
ture, and managed an invitation—by theft or by 
murder, perhaps, for either comes easily to him. 
Smith crossed Mehmet's father Selim Makryat 
thirty years ago, and enemies of his father inter- 
est Mehmet. Noticing their conversation with 
Smith, he studies the investigators over the next 
several days. He selects them to be the pawns in 
his recovery of the Sedefkar Simulacrum and in 
the elimination of Selim. 

What Mehmet learns and how he learns it 
depend on previous accomplishments of the 
investigators, but a group possessing free time 
and independent means is necessary to his 
plans; it may be an amusing bonus if investiga- 
tor successes against the Mythos justify Makry- 
at's personal enmity. 

More days of patient sleuthing show that 
Smith's isolation makes him a proper target. 
Makryat sends a dimensional shambler to de- 
liver the hapless Smith to the Shunned Mosque 
in Constantinople. There Smith becomes an 
anonymous gift, never to return. The poor man 
believes that the Brothers have tracked him 
down at last; lucky investigators may survive to 
meet in Constantinople what is left of him. 

Makryat then confronts Smith's faithful 
manservant, Beddows. Beddows is told, and is 
offered quite explicit proof, that if he does not 
help Makryat in his abominable deceptions, 


Dool 2 


HE ALPS 


Professor Smith will never be seen again. With 
Beddows' frightened assistance, Smith's London 
home is torched and police suspicions directed 
toward the manservant. Finally, Makryat sum- 
mons and murders the three pseudo-Makryats, 
erasing his own tracks. The plan is in motion. 


The Тем apers 


Two newspaper articles on Saturday January 
6th interest the investigators. The first story 
about the three deaths of Mehmet Makryat 
(London Handout #2) is on the front page, 
jumping out and biting the investigators in the 
most discrete manner possible if they're read- 
ing The Times, and in the most vulgar, lurid 
fashion if it's The Scoop. 

The second story about the disappearance 
of Julius Smith (London Handout #3) requires 
a successful Spot Hidden roll to notice. 


For Professor Smith unmasking fake ghostly apparitions, 
mediums and charlatans is a particular pleasure. 
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Concerned investigators may immediately 
look into the Professor's disappearance. See the 
section "Investigating the Professor" (on page 
18). 


THe MESSAGE 


Whether or not the investigators notice the 
Smith article, they become acquainted with the 
situation after an envelope (London Handout 
#4) 15 delivered at their hotel by a cab driver 
that evening. Should the investigators manage 
to detain the cabbie, he describes the message 
giver as a thin sixty-year-old gentleman with a 
toff accent and bandaged hands. From the de- 
scription, it could be Beddows. 

The message within is written on the back 
of Professor Smith's calling card. The impres- 
sion of Smith's signet ring has been left on a 
blob of wax closing the envelope. A success- 
ful Spot Hidden roll recalls such a ring being 
worn by Smith. On the front of the calling card 
is an address in Cheapside, a low-class area of 
London, hardly the area that Smith or Beddows 
would frequent. 


A» _ 
MAN DIES 


REE 
TIMES 


үн ONE NIGHT £ 
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Man Dies Three Times 
in One Night 


Three Bodies In Hotel. 
Each Man 
Carries Same Identity. 


1 1 
І і 
i i 
І і 
i i 
І i 
і i 
І і 
| | 
| | 
Three slain men were discovered last night — : 
' Ша London hotel, each bearing positive ! 
‚ identification as Mr. Mehmet Makryat, of | 
Islington. Each had been stabbed through the 
! — heart. | 
| Maids at the Chelsea Arms Hotel discovered — : 
! ће remains. The room also was registered іп ! 
ı the name of Mr. Makryat. 
Bona fide papers identify the trio as one 
i man, the Mr. Makryat who is a Turkish antique i 
ı and art dealer doing business in this city. The | 
! — victims bear superficial resemblances, and each ! 
| had passed as Mr. Makryat since independently 
! arriving in London three days ago. | 
| Confusingly, the real Mr. Makryat, ог atleast | 
the man described by neighboring shopkeepers 
! as Мг. Makryat, cannot be found. Police request — ! 
ı that he come forth. | 
The passports of these Turkish nationals 
ı record independent world-wide travels for | 
each man over the past three years. Inspector 
| , Fleming of Scotland Yard is at a loss to describe , | 
| the meaning of the bizarre mystery, but is eager 
! || to converse with any other Mehmet Makryats || ! 
still living. | 
1 1 
| | 


The Burned Ман 


The address in Cheapside proves to be а bed- 
sitting room in a grimy building on an undis- 
tinguished street. When the investigators knock 
on the door, Beddows cautiously opens it. His 
hands are bandaged. A successful Psychology 
roll emphasizes his nervousness, but this state 
is easily explained by concern for his master and 
their present hair-raising position. 

Makryat is within. To further his ruse, he 
has disguised himself as a badly-burned Smith, 
casting a cult spell, Control Skin, to stretch and 
contort the flesh in horrifying ways. 
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Professor's Home 


Burns 
Fears For His Safety 


І І 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
: Professor Julius Arthur Smith, a figure | 
і well-known in academia, was sought today 
! . following the burning of his St John's Woods | 
1 Роше under mysterious circumstances. | 
І S . . 19 І 
| Missing also is Dr. Smith's manservant, | 
1 one James Beddows. Witnesses saw a man Н 
| resembling Beddows run from the house just 
! before the fire broke out. | 
| Anyone knowing the whereabouts of Dr. 
| | 
І І 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 


Smith ог Beddows is requested to contact 
Detective Sergeant Rigby at Scotland Yard's 


Arson Division. 


| Соле аб once. 2 Awen Z long. 
| | - 


1 
1 
1 
1 
1 
| 
Or god's sake let no-one | 
1 
1 
1 
1 
1 
1 
1 
1 
1 


J 
| Follow you. ТЯ. 5ривА. 


Inside the room the drapes have been pulled, з E 2 
shutting out as much light as possible. The fig- . zs ос 
ure of the Professor can be dimly seen on the 

bed. Anyone nearing him discerns the intense 
burns on his face (Sanity loss 0/1D3). His eyes 
are swollen shut. A successful First Aid roll sug- 
gests that Smith looks different because his side- 
burns and moustache have been seared away. 

A side table contains supplies for the treat- 
ment of burns, including bottles and tubes to 
administer a salt-and-protein solution intrave- 
nously, as well as morphine and other drugs. A 
Medicine roll ascertains that Beddows knows 
what he is doing. 

The Professor struggles to sit up. He greets 
them in a gasping wheeze not at all like his nor- 
mal booming voice. As he addresses them, his 
tone grows hoarser and hoarser, until the last 
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The address to which the investigators are driven is in a dark 
alley in Cheapside. 


sentences are barely audible. It is soon obvi- 
ous that he will be unable to respond to ques- 
tions afterwards. In this way Makryat can avoid 
cross-examination. As he speaks, Beddows 
takes notes, and hands them to the investiga- 
tors afterwards (London Handout £5). 


Wr Professor SMITH SAYS 


> Не cannot talk for long. 


» He has been on the trail of an evil occult 
artifact, the Sedefkar Simulacrum. It is a 
statue, and a source of great magical power. 


> It was taken apart at the end of the 
eighteenth century and scattered across 
Europe. Smith planned to retrieve 
the pieces and destroy them. 

» Hislecture was intended to attract 
those that might help him, but his 
enemies found him soon after. 

> Last night he and Beddows were attacked 
in their home by Turkish madmen. 
Smith believes that they also seek the 
simulacrum, but for foul purposes. 
The Turks tried to burn them alive, 
but Beddows saved them both. 

> His notes were destroyed in the fire, 
unless the Turks have them. They must 
not be allowed to recover the statue. 

> Не asks his friends to collect it 
before the assassins can reach it. 
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HERE IS WHAT HE REMEMBERS 
OF HIS RESEARCHES: 


> Paris was where the statue was 
dismembered. The owner was a 
noble, Comte Fenalik, who lost it just 
prior to the French Revolution. Some 
part of it may still be in France. 


> Napoleon’s soldiers carried a piece into 
Venice when they invaded that city. 


> Another fragment made its way to Trieste at 
the same time. Smith does not know what 
became of it, but suggests they look up 
Johann Winckelmann at the museum there. 


> There may bea piece in the Kingdom 
of Serbs, Croats and Slovenes. Start at 
the National Museum of Belgrade. Dr. 
Milovan Todorovic is the curator. 


> One part was lost near Sofia during the 
Bulgarian War in 1875. At that time 
things of value were hidden from the 
invaders, so it may be buried somewhere. 


> The final piece was in circulation in 
Paris just after the Great War, and 
was sold to someone from Milan. 
Smith does not know who. 


› Smith urges the investigators to collect the 
statue pieces and destroy them. The only 
one sure way is to take it back to its original 
home, a place in Constantinople known 
as the Shunned Mosque. A ritual which 
will destroy it utterly is included in a set of 
documents known as the Sedefkar Scrolls, 
but Smith has been unable to consult them. 


> His voice nearly gone, he begs them 
to do this for him. “Go. Go quickly’, 
he whispers. “God help you. “ 


The Professor wheezes, his voice now entirely 
gone. He does not speak again. Beddows hands 
him a glass, from which the man on the bed sips, 
then falls back onto the pillow. 


Мнат Brppovs Knows 


Beddows eyes are downcast. He silently opens 
a cupboard, and extracts a valise. Within are 
200 new Bank of England £5 notes, one thou- 
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sand pounds sterling. He hands over the case, LONDON HANDOUT #5 
along with the notes that he took (London ү----—---------------------------------------- à 
Handout £5). 

He explains that the Professor wishes to fund 
the expedition, and desires no accounting. Before 
this dreadful attack, he had planned to travel via 
the Simplon-Orient Express. The Orient Express 
services offer the finest, fastest, and most reliable 
rail transport on the Continent. ^My master is 
accustomed to comfort," says Beddows, sadly. 

He clears his throat and falls silent. He an- 
swers any questions as best he can, but steadily 
urges the investigators to set off with all speed. 
Makryat has briefed him carefully, and Beddows 
does not give the game away. Psychology con- 
firms that Beddows is in genuine distress about 
Smith's condition. 

Investigators might quiz him on the following 
topics: 

» TheSedefkar Simulacrum: He knows 
nothing. The Professor never discussed his 
research with him, but many letters and 
telegrams arrived from Europe in the last 
six months. АП were lost in the house fire. 


Beppows' Notes 


The Sedefkar Simttlacrura 15 an 
occult artifact of evil power . 
It was taken apart and scattered 
across Europe al end of the ё&д4- 
Zeenth Century. Ketrieve the pieces 
and destroy it. 


The stattte was dismembered in 
Paris Jest Prior to the French 
2 evolution. Part of it жау seil бе 
in France. The owner was а noble, 


Comte Fenalik. 


Napoleon `5 Soldiers carried а piece 
into Venice when they invaded that 
сету ; 


Another fragment made 65 way 
to Trieste аб the Same time. Its 
tale is unknown. Look up Johann 
Winckel mann al the museum there. 


» The Professor’s health: Investigators may 
insist that Smith be taken to hospital. 
Beddows believes the assailants will 
be watching for burn victims. He has 
arranged to move Smith to a hospital 
for veterans in the country, under an 
assumed name. (He wanted to move 
him sooner, but Smith insisted on this 
meeting). Beddows does not disclose 
the location, as he fears the Professor’s 
assailants may learn it, but says he will 
send updates via Telegraph Restant. 


dom of Serbs, Croats and Slovenes. 
Start ас the National Museum of 
Belgrade. Dr. Milevan Todorovic is 
the curator. 


Оле part was lost near Sofa dur- 
ing the Bulgarian War in 1845. НЕ 
бла time things of Value were Aid- 
den trom the invaders, So it may бе 
buried Somewhere. 


A prece was in circulation in Paris 
(4456 after the Great War, and Sold 
Zo Someone trom Milan. 


» The attack: They were besieged in their 
home by Turkish-speaking assailants. 
The first tried to stab Beddows when 
he answered the door, but Beddows 
managed to push him away. They 
locked themselves in, but the fiends set 
the house on fire. The Professor was 
badly burned, and Beddows sustained 
burns to his hands when saving him. 


The only Sure way to destroy 2де 
Statue 15 in 165 original Лете, а 
place in Constantinople Known as 
the Shunned Mosgue. A ritual ёо 
destroy ТА utterly ^S included in а 
set of documents known as the 
Sedefkar Scrolls. 


| There may бе а piece in the King- | 
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AN OPTION 


FOR KEEPERS 


An alternate ending is 
provided in the Constan- 
tinople chapter to make 
the campaign shorter. 
This 
changes the starting ra- 


ending entirely 


tionale. In this version, 

Smith is really Smith, and 
not Mehmet in disguise at all. Everything he says 
previously is true. 


More on this plot option is provided in the section 
The Shunned Mosque on page 71 of Book 4. For 
now, keepers should strive to make this scene as be- 
lievable as possible. Keep the players guessing as to 
whether Smith is genuine or not. If you succeed, you 
may reserve your final decision as to who was in the 
bed until the end of the line. 


MM MM MM MM MM MM 


AFTER THe MEETING 


Beddows runs out of things to say. The investi- 
gators should leave to prepare. 

Any attempts to locate the Professor after 
this meeting fail. 

If the investigators return to the bed-sitting 
room, a family has moved in. They do not know 
the previous tenants, nor where they went. 


Makryar ОМСОМЕЋЕР 


If the investigators later turn suspicious during 
the meeting and force Mehmet's hand in some 
way, he surreptitiously summons a Fire Vam- 
pire and pretends it has found the Professor. He 
fakes his own death, and in the ensuing chaos 
he kills Beddows and escapes. 
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КҮЛІ alin 


The investigators may seek more informa- 
tion about the Professor. Likely locations are 
his house in St John's Wood, his office at the 
University of London, or at his favorite haunt, 
The Oriental Club. Each location offers little 


in the way of clues (unsurprising, given that 
the Professor's ‘research’ has been entirely fab- 
ricated by Makyrat), but give keepers an op- 
portunity to insert an 1893 diary which un- 
locks an optional scenario. 


ST. JOHN'S WOOD 


Burned timbers, blackened stone and smok- 
ing ash are all that remains of the Professor's 
townhouse. Fire bottles thrown through the 
windows caused the fire. Spot Hidden con- 
firms that any books or papers would have 
perished under the assault of those terrible 
flames. London police still sift through the 
rubble in the day after the fire, and may won- 
der at the investigators' interest. 


UNIVERSITY OF LONDON 


The Professor has an office at the University of 
London. Credit Rating or Persuade rolls are 
required to convince his distressed colleagues 
to allow the investigators access to the room. 
Failing that, they may need to break in via 
Locksmith when the corridor is empty. Inside 
they find a surprisingly orderly room with a 
modest number of books. The Professor met 
with students here, but did his research else- 
where, it seems. 


THE ORIENTAL CLUB 


The Professor's club was his home-away-from- 
home. Smith was a popular member, sought 
out for his witty anecdotes and travel stories. 
The other gentlemen are shocked at his disap- 
pearance and eager for news of his safe return. 
None were aware of his researches, although a 
few attended the Challenger Lecture. 

The Oriental Club is described in detail on 
page 55 of the Gaslight scenario "The Blood 
Red Fez.” 
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The Multiple Murders 


The multiple murdered Mehmets were Makry- 
ats henchmen, traveling on wrongfully-issued 
passports. They had been scouring Europe, 
seeking out the Sedefkar Simulacrum. Their 


missions completed, Mehmet summoned 
them to London and murdered them to pre- 
vent knowledge of his maneuvers in Constan- 
tinople. Leaving the bodies with their iden- 
tification intact rashly alerts the police to his 
significance. 

If the investigators wish to check further 
into the killings of the three Makryats, the fol- 
lowing avenues can be explored. 


THE CHELSEA ARMS 


The three bodies were found at this hotel; how- 
ever, staff there have nothing to add. They refer 
the investigators to Scotland Yard and Inspector 
Fleming. 


SCOTLAND YARD 


Inspector Fleming of the Yard is disinclined to 
see the investigators, but he listens if the inves- 
tigators give him reason to think they can help 
with what he concedes is a puzzling case. 

Since the investigators almost certainly 
have nothing to offer in exchange, he is unlikely 
to give them privileged information. However, 
allow one Fast Talk or Charm roll each day to 
pick up information from others intimate with 
the case. Three points can be learned. 

» On each corpse was the identical telegram 
sent from Paris, saying MEET ME IN 
LONDON AT ONCE. URGENT. M. 

> Vital details of the slayings were withheld 
from the press. Each corpse had been 
partially skinned—one the torso, one 
the arms, and the last, the legs. 

» Mehmet Makryat’s shop and home 
are at 3 Brophy Lane, Islington. A 
police search turned up nothing. 


MAKRYAT'S LIFE 


The only people in London with any knowl- 
edge of Mehmet's day-to-day existence are 
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The 1893 Diary 


Unknown to  Makryat, 
the Professor has a diary 
which recounts strange 
events in London and 
Constantinople in 1893, 
back when he was a young 
man. Reading the diary re- 
calls “The Blood Red Fez 
the optional Cthulhu by 
Gaslight scenario included here. 


Keepers who wish to use this scenario should place 
the diary within reach of the investigators at one of 
the places listed above. The Gaslight scenario cannot 
launch without it, so place it where they are looking. 


The likeliest location is on a bookshelf in his office 
at the University of London. It might also be shelved 
at the Oriental Club as a curio among other tales of 
high adventure. A postman may bring a brown paper 
parcel to the St Johns Wood house and stand con- 
fused, checking the address and eyeing the smoking 
timbers; Fast Talking investigators are able to take de- 
livery. The parcel contains the diary, and a note from a 
friend in Boston thanking him for the loan. 


See "The Blood Red Fez" for more details on how to 
present the Gaslight scenario. A Player Handout ver- 
sion is also presented there for keepers who wish to 
use the diary without running the scenario. 


ANN AN TANTA ANA ANN ANA AN ANA A 


neighboring shopmen, art dealers, and the 
staff at the Museum of Art. All remember him 
only vaguely. If shown pictures of the three 
dead Mehmets, they identify none of them 
as the Mehmet they know, who is an elderly 
man. (This was Mehmet’s disguise.) 


EMBASSY OF TURKEY 


Given reason to do so, the clerk at the Turkish 
embassy can furnish Makryat's age and birth 
date (much too young to be the elderly man 
Londoners knew), his Brophy Lane address, 
and the recent renewal of his passport. 
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Across from the cobbler in Islington is the 'Crescent Treasury , the antique shop of Makryat. 


But the clerk does nothing more; the 
Turks resent the speculation in London's 
press concerning Turkish corruption and in- 
adequate passport controls, adding to existing 


tension between the British 
and Turks in Constantinople 
in early 1923. The clerk angri- 
ly maintains that the Makry- 
at passports are forgeries, not 
duplicates, and that they are 
therefore a British problem. 
If the investigators spend 
the time and effort to befriend 
the well-dressed young clerk, 
Mustapha Kóprülü by name, 
they get one piece of intrigu- 
ing news: though the Ambas- 
sador never acknowledges 
it, all files containing photo- 
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Mustapha Kóprülü 


graphs or personal information for Mehmet 
Makryat have disappeared. 


MAKRYAT'S SHOP 
A shop belonging to an M. Makryat exists 


in 3 Brophy Lane, Islington. 
The police have the address, 
as does the Turkish embassy, 
as does the London telephone 
directory, and as do the many 
guides to London. The Antique 
Buyer's Guide lists it; checking 
with Sotheby's or any estab- 
lished auction house could also 
uncover the reference. 

In Islington, neighboring 
shopkeepers say that the shop 
is run by an old Turk, who just 
a few days ago closed it and 
has not returned. They de- 
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scribe him as a taciturn 
old fellow. 

The brick shop is two- 
storied. A small closed sign 
rests in the shop door's 
window. If the investiga- 
tors break in, they find the 
ground floor showroom 
filled with unremarkable 
pieces of Egyptian, Arabic, 
and Persian brass-work, rugs, 
and ceramics, some clearly re- 
productions. The upper floor 
is living space, for one man of 
quiet habits. The police found 
nothing of note here, though 
thoughtful investigators may 
be interested that there are no 
books in the building of any sort, 
except ledgers. A successful Spot 
Hidden roll notices that Makry- 
at’s property lacks luggage, oth- 
er than an old leather satchel with 
a broken handle, and that some of 
the bedroom dresser drawers are 
half-empty of clothing. Investiga- 
tors who suppose that Makryat has 
moved out, abandoning the premis- 
es, will not be wrong. 


AX Curious Account Book Entry 


The following clue pertains to the op- 
tional scenario “The Doom Train”. Keepers who 
do not intend to use this scenario should ignore 
the following. 

Makryat’s account books and records are 
shelved underneath the counter. Purchase in- 
voices show that most of his goods were im- 
ported from Turkey and the Middle East, or 
bought from London auction houses. 

An Accounting roll notices an incongruous 
consignment note, one Wrightson special-com- 
mission train set, purchased from the estate of 
Randolph Alexis some months before. 

In the ledger of current shop sales, the last 
item sold was one Wrightson special-commission 
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The Shop 


train set, delivered to a Mr. Henry Stanley, Stoke 
Newington, for one pound. No skill roll is re- 
quired if players specifically ask to read the last 
page. Accounting reveals that although Makry- 
at’s records are extensive, there are no other 
trains, toys, etc., ever listed as purchased or sold. 
A successful Histo- , 
ry or Occult identifies} 
Alexis; see “Researching - 


chapter. 
A FINAL VISIT 


leave London, Mehmet 
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returns to the shop at night for a bit of renova- 
tion before following after them. 

As a final act, Makryat kills Beddows and 
ensures the body is never found. In the future 
he may need to send a telegram from Beddows, 
a ruse which will not work if the man is known 
to be dead. Whether by thrift or sadism, the 
body does not go to waste. Mehmet turns him 
into a Skin Devil to guard the shop until his re- 
turn, a terrible fate for a man who only wanted 
to save his master and friend. 

The shop and the Skin Devil come back 
into play when the investigators return to Lon- 
don at the end of this campaign, as described in 
"The Fog Lifts". 


London ЛТ SS 


The investigators may wish to do some re- 
search. The place to go is the Reading Room of 
the British Museum Library. Lacking member- 
ship in the Peerage, investigators need academ- 
ic references, a clear statement of need specific 
to Museum Library holdings, and a waiting pe- 
riod of several days or weeks to allow study of 
their applications. The keeper may allow quick 
access for investigators who have researched 
here before. 

Careful research uncovers little. Subjects of 
interest follow: 


> Sedefkar Simulacrum: a Library 
Use roll draws a blank; the closest 
mention is of an illuminated 13th 
century manuscript known as The 
Devil’s Simulare. Research implies that 
more information can be found in the 
Bibliothéque Nationale, in Paris. 


> Sedefkar Scrolls: a successful Library 
Use roll followed by a Luck roll locates 
some manuscripts of this name as 
being in the Topkapi Museum in 
Constantinople, just before the Great War. 

> Other lines of research: all of the 
information concerning the Orient 
Express, the construction of the Simplon 
Tunnel, the current political situation 
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in the Balkans, etc. is quickly available, 
as are mountains of information 
concerning every stop the service makes. 


А PORTENT 


On the second or third day, the investigators no- 
tice a scholar slumped over his books, hat still 
rudely on his head, apparently dozing. Were the 
Reading Room busy, or were the man snoring, 
attendants would have wakened him. But out- 
side the skies are pouring, and most scholars 
have remained at home. 

At some time during the investigators’ day, 
the fellow slowly tumbles off his chair and lays 
unmoving on the floor. Beneath the hat, be- 
neath the overcoat, beneath the shoes and socks 
is a skinned corpse costing 1/1D6 Sanity points 
to view. 

Immediate identification is impossible to 
make. Attached to the corpse is a note written 
in modern Turkish: 


The Skinless One 
will not be denied 


It is inscribed on human skin, from the 
same corpse in fact. The find causes a scandal, 
closing the Reading Room for the day. No one 
knows how the cadaver was placed in the Read- 
ing Room, though interns at nearby University 
College Hospital identify the corpse as Richard 
Wentworth after astute police-work in tracing 
the new half-soles on Wentworth's shoes. If the 
investigators never go to the Reading Room, the 
newspapers cover the grisly discovery, but the in- 
vestigators do not learn of it until reading a back 
issue of The Times while in Constantinople. 

Makryat left this dubious present for the in- 
vestigators to stoke their paranoia. From time 
to time during the journey to Constantino- 
ple and back, the keeper should slip in the odd 
threat or warning written on more of Went- 
worth's skin, just to keep the investigators on 
their toes, prompting them to be circumspect, 
and thus avoid the cult's notice until the inves- 
tigators arrive in Constantinople with the en- 
tire simulacrum. 
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RicHArD WENTWORTH 


Richard Wentworth was one of Professor 
Smith's students at the University of London. 
His distraught parents know no reason why 
their son met such a cruel end. Wentworth 
leaves no papers or other clues. Makryat se- 
lected him purely because he attended Smith's 
lectures. 


Leaving England 


Eventually the investigators must leave for Paris 
and points beyond. Tickets may be booked at 
the offices of Thomas Cook & Son or via the 
Compagnie Internationale des Wagons-Lits. A 
first class ticket for the Orient Express running 
from London through to Constantinople costs 
£21 14s. 9d. 

Once the investigators are aboard, keep- 
ers should furnish the players with the Travel- 
er's Companion, which describes the service and 
the route. 

The trip from London to Paris takes about 
eight hours. The train travels leisurely but with- 
out stopping, through the English countryside, 
through Kent, across the Romney marsh grasses, 
and finally into Dover—a journey requiring a lit- 
tle under two hours to make. First-time English 
travelers find themselves nonplussed by the com- 
parative dash: few trains in this part of England 
run without intermediate stops. 

At Dover, passengers board the ferry for the 
coast of France and the city of Calais. There are 
general rooms aboard the ferry, but passengers 
may have pre-arranged private first- or second- 
class berths. A first-class ticket aboard the Orient 
Express does not ensure a first-class cabin on this 
ferry; passengers must make such arrangements 
separately. (First-class tickets for the Boat- Train 
cost a little under £6.) 
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The crossing ordinarily requires a few hours, 
but adverse seas and violent storms occasionally 
make passage much longer. Tales of hellish winds 
and of waves pitching ships about like matchbox- 
es are the stock of every seasoned British traveler. 

Once at Calais on the French side of the 
Channel, passengers board a train which is not 
the Express itself, but one which includes cars 
which will be linked with the main body of the 
Simplon-Orient Express. As Orient Express pas- 
sengers, the investigators ride in such a car. There 
are often two, known as Calais coaches. 

If the investigators have booked on an Orient 
Express service, then they may make the stopover 
in Paris as part of a break from their continuous 
journey. Otherwise they may wish to take a local 
service and secure their Simplon-Orient Express 
tickets in Paris. The journey has begun. 

Investigators may also choose to fly to Paris, 
departing from Croydon Aerodrome. See the ar- 
ticle on Air Routes on page 38 in Book I for more 
detail. 


A Word fov the Keeper 


The keeper now has concluded his or her first ses- 
sion of play in this campaign, should have an un- 
derstanding of the game styles of the players, and 
have also made tentative deductions concerning 
the capacities of the investigators. It is not too 
soon to emphasize to the players that their in- 
vestigators must develop ways of recording and 
communicating what they learn. After they find 
the first part of the simulacrum, the preservation 
of the accumulating objects becomes metaphori- 
cal for the passing-along of all information, and 
the question may begin to answer itself. 

After Venice or Trieste, the mortal reasons 
for preserving information should be apparent. 
When the players begin to treat each scrap оЁїй- 
formation or each deduction as treasure, then the 
point has been absorbed. 
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BRITISH MUSEUM 


PLAN OF THE GROUND FLOOR 


Southern Egyptian 
Gallery 

Assyrian Transept 

Nimroud Gallery 


27828 Assyrian Saloon 
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Nimroud Central 
Saloon 

Ninevch Gallery 

North West Staircase 

Arch Room 

Second Supplementary 
Room 

First 
Room 

North West Lobby 
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Cracherode Room 
North Library 
Staircase дома to 
North Entrance 
Men's Lavatory 
Stairease up to Prints 
and Drawings 
King Edward VII 
Galleries. Pottery, 
Porcelain, Glass and 
Mediæval — Collee- 
tions 
Music Room 
Banksian Room 
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North Fast Room 
Catalogue Room 


North East Staircase $ 


and Corridor to King 
Edward Galleries 
Men's Lavatory 
Study 
Sorting Room 
King’s Library 
Hebrew Library 
Studies 
Oriental Library 


Oriental Students’ 
Room 


CONTINUED) 


Manuscript Saloon 
Grenville Library 
Egerton Room 


Manuseript Map 
Room 


Manuscript. Lobby 
Work Room 

Middle Room of MSS. 
South Room of MSS 
Attendants’ Room 


Students’ Room Ки 
MSS. 


Fast Rooms of MSS. 


70 


7i & 72 Studies, 


73 


7+ 


75 


Wo D л > wN- 


Front Colonnade 

Entrance. Hall 

Room of Inscriptions 

Roman Gallery 

Trustees! Room 

Director's Office 

Study 

Fiest Greco-Roman Room 

Second Greco-Roman Room 

Third Greco-Roman Room 

Staircase to Greco-Roman 
Basement and Cast Room 

Archaic Greek Sculpture 
Room 

Ante-Room 

Ephesus Room 

Elgin Room 

Phigaleian Room, with Basc- 
ment Room of Grzco-Roman 


Monuments beneath (entered 
from no. 17) 


Mausoleum Roum 

Nereid Room 

Northern Egyptian Vestibule 
Northern Egyptian Gallery 
Egyptian Central Saloon 
Refreshment Room 
Lavatories 
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Study 

Newspaper Store 

Newspaper Reading 
Room 

Staircase to Manu- 
script Dept, Studies 

Manu- 
script Departenent 

Work Room, Manu- 
script Department 

Stail Room, British 
and Mediæval 


Assistans’ Room, 
British and Mediæval 


Studies, British and 
Medixval 
Oriental Library 

Arca 

Passages 

Rexling-Room Cor- 
ridor 

Female Readers’ Cloak- 
Roum and Lavatory 

Male Readers’ Cloak- 
Кю, ete, 

Female Students’ Lava- 
tory 

Principal Staircase 
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Mehmet fades into the background at this point, and 
does not appear again until Constantinople. During 
this time he shadows the investigators, sometimes a 
city behind, but he will take action if he needs to. 


During this time Mehmet has two problems. He needs 
to keep the investigators alive and headed to Constanti- 
nople, and he needs to survive. He can act as a “sweep- 
er" to collect items and clues that the investigators miss, 
but he needs to do it in a way that does not make them 
suspicious. He can act to keep the investigators alive, 
but he lacks the toughness to act directly. If he didn't, 
then he probably wouldn't need them at all. 


MEHMET s INTERVENTIONS 


If Mehmet is required to act, he will avoid direct as- 
sault if at all possible, instead choosing to hit and fade. 
He is proficient with a revolver, and may shoot from 
the shadows either to protect or warn the investiga- 
tors. He may use Control Skin to silence or blind a 
key henchman, or cast Curse of the Putrid Husk as a 
major distraction. 


Mehmet also has the ability to create several Mythos 
items, and is likely to do so, given any opportunity to 
prepare, as this allows him to act at a distance. Flesh 
Creepers are the easiest to make and deploy, but they 
require a living human and a quiet area to work. Skin 
Walkers are also versatile, but require a graveyard with 
recent graves. 


Mehmet is not omniscient, and is not privy to the in- 
vestigators’ plans so it is possible that his own plans 
for assistance may backfire. 


If Mehmet gets killed, it is possible that the corpse is 
another of his doubles. If the investigators retrieve the 
body of a fallen Mehmet Makyrat, the body’s skin re- 
laxes in death to reveal an entirely different face. This 
allows Mehmet to fight another day and also allows 
for “Mehmet” to have differing skills or spells on each 
occasion as he has trained his various doppelgangers 
with different things in mind. 


Included in the following pages are the telegrams sent 
by Makryat, which can also be found at the end of the 
book. 
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МЈЕНМЕТ 5 “TELEGRAMS 


Mehmet can assist with any items or clues the in- 
vestigators fail to find, but he knows that they will 
surely be suspicious if missing items mysteriously 
appear overnight. 


His solution is to continue to exploit his appearance 
as Professor Smith. He collects any items that are 
missed, eventually storing them in a bank vault at 
the Société Générale in Constantinople, appropri- 
ately warded from prying eyes, He then sends the 
investigators a telegram as Beddows, advising them 
of the location. He realizes that this needs to be 
handled carefully as the sudden re-emergence of the 
items, and the Professor, will appear to be extremely 
dubious. His prepares the ground beforehand with 
a series of telegrams from Professor Smith allud- 
ing to research elsewhere. All telegrams are sent to 
Telegraph Restant, for collection at the post office in 
each city, as Smith could not know which hotels the 
investigators have chosen. 


It is important not to overdo this; Smith is supposed 
to be old and badly burnt, so having him gallivant 
around Europe will surely draw questions. The keep- 
er may have to draft others on the fly, since they will 
depend on successes and failures of the investigators. 
Each example is accompanied by some explanatory 
text. 


TELEGRAM HANDOUT #1 


PROFESSOR IN GOOD CARE STOP GOD SPEED 
TO YOU STOP 


Mehmet sends this telegram as an opening greeting, 
to establish contact between Beddows and the group. 


TELEGRAM HANDOUT £2 


REVIEWED DEUTSCHEN ORDER DOCUMENTS 
STOP CONFIRMED STATUE CAN ONLY BE DE- 
STROYED WHEN ASSEMBLED STOP NEED 
SEDEFKAR SCROLLS STOP 


Mehmet sends this telegram as encouragement, and to 
remind them to look for the Scrolls. 


NAVAN AVN ANY NV NN ANY AN NAN NAN NNN NN NAN ANN NUN NUNN ANNAN AN ANY ANN 


What Mehmet Diss Мы (Continued) 


History rolls identify the Deutschen Order, often 
known as the “Teutonic Knights” or the “Order of 
Brothers of the German House of Saint Mary in Je- 
rusalem a crusading order active in the Crusades. 
Investigators may assume that the Professor has been 
researching the history of how the simulacrum was 
scattered across Europe by returning Crusaders. 


TELEGRAM HANDOUT #3 


SALZBURG STOP COUNT COLLEREDO 
ARCHIVES STOP NO INFORMATION STOP 


This telegram is deliberately lacking in information; 
Makyrat believes that a continual stream of positive 
telegrams would be suspicious. 


Count Hieronymus Colleredo was both prince and 
bishop of Salzburg between 1771 and 1803, when he 
fled the city as Napoleon’s troops approached. He 
was generally disliked as autocratic and dictatorial. 
What is not so well known, but can be uncovered 
with an Occult roll, is that under his reign, Salzburg 
became a center for Illuminism. The Illuminati were 
well-versed in occult lore and investigators may pre- 
sume that the Professor was using those historical oc- 
cult resources. 


TELEGRAM HANDOUT #4 


GOODS IN SOCIETÉ GENÉRALE IN CONSTAN- 
TINOPLE STOP PROFESSORS NAME STOP 


Mehmet sends this telegram if he has collected items 
for the investigators, to let them know that there is 
something to collect. 


Тһе Société Générale is a French bank of good stand- 
ing; investigators may assume that the Professor has 
chosen to use a western bank as it ought to be more 
secure and less vulnerable to bribery. The telegram is 
deliberately obscure, but the bank has been instruct- 
ed to allow access to a named account to any inves- 
tigator that met the Professor in London (Mehmet 
Makyrat doesn't know about any colleagues that have 
been added after that event). 


“TELEGRAMS ~ ExTRA INFORMATION 


Here is some more sample information to allow 


the 


keepers to construct telegrams as required. 


Sir Edward Kelley (1555-1597) was an al- 
chemist and medium often associated with 
John Dee. In 1586 he acquired the patron- 
age of Vilem Rozmberk, a powerful Bohe- 
mian nobleman. However, by 1591 he had 
fallen out of favor and was briefly incarcer- 
ated in Prague. The archives from his trial 
would be an interesting source of informa- 
tion about alchemical transformations and 

it is possible that his writings might con- 
tain prophecies from his spirit guides. 

The Codex Atlanticus (Atlantic Codex) is a 
twelve volume set of writings and drawings 
by Da Vinci. It is housed in the Biblioteca 
Ambrosia in Milan, which was founded early 
in the 17th Century. Da Vinci is well known, 
among other things, for his unparalleled in- 
sight into human anatomy. The museum also 
contains several treatises on Christian and Is- 
lamic medicine from the 10th-12th Centuries. 
Perhaps one or more of these manuscripts 
contains information about the Cult of the 
Skinless One or the transplant of organs. 


Juan Valverde de Amusco studied medi- 
cine in Padua and Rome in the 16th Cen- 
tury. His most famous work was the “Histo- 
ria de la composicion del cuerpo humano’, 
which is an extended discussion of anato- 
my with detailed sketches. One of the most 
detailed pictures is that of a human fig- 

ure, showing muscles and major blood ves- 
sels, holding a knife in one hand and his 
own skin in the other hand. Copies of this 
book exist in various major libraries in Eu- 
rope but perhaps one or two also own a hid- 
den codex that discusses the Skinless One. 


SM MM MM M ANY MM MM MM MM MM MM Mz Mz SM SM SMS M M Mz MM MM 
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TELEGRAM HANDOUT #1 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


=== | Post OFFICE 


s. d. 


If there is doubt about the 


TIME OF telegram ring "Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


= THE INFORMATION OVERLEAF WILL INTEREST YOU. 
PROFESSOR IN GOOD CARE STOP GOD 
SPEED TO YOU STOP 

TELEGRAM HANDOUT #2 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


шшш] Post OFFICE 


s. d. 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


THE INFORMATION OVERLEAF WILL INTEREST YOU. 


REVIEWED DEUTSCHEN ORDER DOCUMENTS 
STOP CONFIRMED STATUE CAN ONLY BE 
DESTROYED WHEN ASSEMBLED STOP NEED 
SEDEFKAR SCROLLS STOP 


Book 2 
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TELEGRAM HANDOUT #3 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


| Post OFFICE 


s. d. 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


a THE INFORMATION OVERLEAF WILL INTEREST YOU. 


SALZBURG STOP COUNT COLLEREDO 


ARCHIVES STOP NO INFORMATION STOP 


TELEGRAM HANDOUT #4 
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TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


== =| POST OFFICE 


s" Ж 


Office Stamp 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


THE INFORMATION OVERLEAF WILL INTEREST YOU. 


GOODS IN SOCIETE GENERALE IN 
CONSTANTINOPLE STOP PROFESSORS 
NAME STOP 
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BLANK TELEGRAM HANDOUT 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


ишы] Post OFFICE 


s. d. 


Office Stamp 


If there is doubt about the 


TIME OF telegram ring "Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


Words. 


Prefix. Time handed in. Office of Origin and Service Instructions. 


THE INFORMATION OVERLEAF WILL INTEREST YOU. 


BLANK TELEGRAM HANDOUT 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


m] POST OFFICE 


ау d 


Office Stamp 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


a THE INFORMATION OVERLEAF WILL INTEREST YOU. 
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Statistics 


Dr. JULIUS SMITH 


Dr. JULIUS SMITH, Age 59, Paraphysical 


Researcher 


STR 60 CON 65 
POW 85 DEX50 
Sanity 75 Build: 0 


SIZ 55 INT 85 
APP 60 EDU 93 
Move:6 НР 12 


Damage Bonus: +0. 
25% (12/5), damage 1D3 
Dodge 25% (12/5) 


Skills: Archaeology 80%, Anthropology 10%, Appraise 
40%, Art (Photography) 45%, Bon Mot 88%, Credit 
Rating 70%, Detect Fraud 45%, Fast Talk 35%, His- 
tory 45%, Library Use 50%, Listen 40%, Maneuver 
For Knighthood 60%, Occult 25%, Parapsychology 
25%, Persuade 60%, Psychology 55%, Science (As- 
tronomy) 10%, Science (Chemistry) 10%, Science 
(Hyperphysics) 05%, Science (Linguistics 60%), Sci- 
ence (Pharmacy 20%), Science (Physics) 15%, Spot 
Hidden 75%. 


Languages: English (own) 93%, French 80%, German 
80%, Norwegian 65%, Turkish 45%. 


Brawl 


JAMES BEDDOWS, Age 62, Manservant to 


Dr. Smith 

STR 60 CON 70 51780 INT55 
POW50  DEX60  APP65 EDU75 
Sanity 32 Build1 Move4 HP15 


Damage Bonus: +1D4. 

75% (37/15), damage 1D3 + 1D4. 

Dodge 35% (17/7) 

Skills: Art (Cook) 6596, Clean Shoes 7596, Drive Au- 
tomobile 3096, Etiquette 9096, Fashion 75%, Listen 
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Brawl 


JAMES BEDDOWS 


3596, Psychology 4596, Remain Imperturbable 8596, 
Spot Hidden 60%. 


Languages: English (own) 7596 


MEHMET MAKRYAT, Age 39, Disguised as 


Professor Smith 

STR 90 СОМ85 51765 INT 90 
POW90  DEX70 АРР70% EDU 80 
SanityO  Build:1  Move:9 НР 15 


#10 as the burnt man. 

Damage Bonus: +104. 

7096 (35/14), damage 1010 

65% (32/13), damage 103 + 104 


90% (45/18), damage 1D3+2 + 
104 


Quoit (thrown) 65% (32/13), damage 1D8+1 
Dodge 60% (30/12) 


Skills: Art (Skin Human 90%), Charm 4596, Climb 
50%, Cthulhu Mythos 30%, Disguise 38%, Drive 
Automobile 4096, Fast Talk 4596, History 25%, 
Intimidate 80%, Library Use 40%, Linguist 20%, 
Listen 7096, Medicine 3096, Persuade 4596, Psychol- 
озу 4096, Science (Pharmacy 20%), Sleight of Hand 
25%, Spot Hidden 85%, Stealth 8096, Throw 70%, 
Track 40%. 

Languages: English 60%, French 4096, Turkish (own) 
9096. 

Spells: Animate Flesh Thing*, Call Avatar of Skinless 
One*, Contact Skinless One*, Control Skin*, Create 
Flesh Creeper*, Fist of Yog-Sothoth, Melt Flesh*, 
Skin Walker*, Summon/Bind Dimensional Sham- 


.38 revolver 
Brawl 
Cult Skinning Knife 
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bler, Summon/Bind Fire Vampire, Transfer Body 
Part*, Turn To Skin.* 

* new spells; see the statistics in the Constantinople chap- 
ter on page 62 of Book 4 for a fuller run-down, see the 
adjacent box discussing Control Skin. 


Sanity Loss: 0/1D3 for viewing the burnt man aspect. 


FIRE VAMPIRE 
STRN/A СОМ35 51701  INT50 
POW 65 ПЕХ80  Build:-2 HP3 


Damage Bonus: N/A 
Magic Points 13 
Move: 11 flying 


ATTACKS 


Attacks per round: 1 


Fighting Attacks: Roll 2D6 damage for the vampire's 
attack. If the investigator passes a CON roll, half 
of this damage is taken, if failed the full damage is 
inflicted. 


In the same attack, the vampire will try to steal magic 
points from its target: an opposed POW roll. If the vam- 
pire wins, it steals 1010 magic points from the victim. If 
the target wins the roll, the fire vampire loses one of its 
own magic points. 


Fighting 85% (42; 17), damage 2D6 burn + magic 
point drain 
Dodge 4090 (20; 8) 


Armor: Standard material weapons cannot harm the 
fire vampire. Water costs a fire vampire one hit point 
per half-gallon poured over it, a typical handheld 
fire extinguisher does 1D6 hit points of damage, 
whilst a bucket of water costs it 1D3 hit points. 


Sanity Loss: 0/1D6 Sanity points for seeing a fire 
vampire. 


Воо 2 


А\/А\ ЛАЛА MM MM MM zl 
SPELL 


CONTROL SKIN 


Cost: 5 magic points, 106 Sanity points per body 
area. By spending 30 magic points, the entire body 
can be controlled. Ordinarily the spell affects the 
skin for 15 minutes, after which the skin reverts to its 
natural state; if 5 POW is expended along with the 
5 magic points, the spell is permanent until undone 
with a second casting. 


Casting time: 2 rounds. 


Allows the caster to meld, bend, and alter the skin of 
one general body area per casting. Areas correspond 
to the parts of the Sedefkar Simulacrum: head, tor- 
so, right arm, left arm, right leg, left leg. The spell 
can change the appearance of a body area or areas 
enough to make an individual unrecognizable. The 
caster must succeed in an opposed POW roll unless 
the target is willing. 


The Brothers of the Skin use the spell as reward, 
punishment, and tool. It is essential to them. 


MM MM MM MM MM Mz 
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LONDON AND BEYOND 1923 


The Doom Train 


Wherein persistence in investigation prompts our heroes to climb aboard 
a very different train. 


by Geoff Gillan. wilh Mark Morrison 


THE DOOM TRAIN SUB-PLOT IS a red her- 
ring which consolidates the occultist back- 
ground of Makryat's activities and advances the 
theories of Dr. Smith; Makryat's shop sold the 
train set that is the catalyst of the piece. 


ANOTHER FINE MESS 


The day after the Makryat Multiple Murders 
appear in the newspapers, a new bizarre story 
stirs the press. (London Handout £6) 


Keeper's BACKGROUND 


In 1897, Randolph Alexis, occultist and mur- 
derer, fled north on the Liverpool express, pur- 
sued by London enemies. Hoping to escape 
cleanly, he attempted to conjure a Gate through 
the engine-ward wall of his first-class compart- 
ment. Disastrously, the cast went wrong. Along 
with himself, the forward half of the train hur- 
tled into another dimension and utterly van- 
ished, while the rear half derailed into a river 
at nearly sixty miles an hour, destroying it and 
killing almost all of the passengers. Authorities 
claimed that the front portion of the train sank 
into the mud and could not be reclaimed, but 
they themselves did not believe the story. 
Twenty years later, driven by the rumors 
surrounding that extraordinary event and 
having immersed himself in his father’s pow- 
erful but unsystematic studies, Alexis’ son Al- 
bert created another Gate. From his studies 
he believed that his father still lived, frozen in 
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МАСИ И И И И МИ АМ 
This 1923 Srenaric 15 Optional 


“The Doom Train” is an op- 
tional scenario. It does not 
pertain to the search for the 
Sedefkar Simulacrum, but 
it does give clues about the 
nature of Mehmet Makyrat, 
and introduces Randolph 
Alexis, а new enemy for 
keepers to use. 


Two playtester groups for this new edition both 
chose to proceed directly to Paris and ignore these 
events. If your players do the same, let them. They 
may still look into this strange case and rescue the 
hapless Henry Stanley after the main campaign is 
completed. 


If you choose not to use this scenario at all, then re- 
move the clue in the accounts books in Mehmet's 
shop, and do not publish the newspaper story men- 
tioned above. 


AAA ANANAS ANNA A 


time in another dimension, and hoped to re- 
trieve him. He keyed the new Gate into a toy 
train set which had been specially made and 
painted to be a replica of the missing portion 
of the train. 
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LONDON HANDOUT #6 


Man Disappears In 
Cloud Of Smoke 


Spontaneous Human 
Combustion? 
Link To Triple Murders Case? 


Police are today investigating the disappear- 
ance of Mr. Henry Stanley, 41, of Stoke New- 
ington, who was reported missing last night by 
his landlady, Mrs. Constance Atkins. 

She alleges that she heard a cry from Mr. 
Stanley's upstairs room at eight o'clock. He 
did not answer to her knocking, and when she 
opened the door the room was full of smoke, 
and there was no sign of him. 

Mr. Stanley is not married. He is a noted 
train enthusiast and member of the London 
Train Spotter's Association. 

His disappearance may be a case of sponta- 
neous human combustion. Police have refused 
to comment on this. Similar cases have been 
reported in England earlier this century. The 
most recent known was that of Mr. J. Temple 
Thurston, who burned to death in his home in 
Dartford, Kent, in 1919. 

It has been revealed that a model train set 
found on the scene had been purchased last 
week from the shop of Mehmet Makryat. That 
child's toy may have caused the fire. 

Readers may recall that three bodies, all 
identified as Mr. Makryat, were found earlier 
this week in a Chelsea hotel room. Police have 
not ruled out the possibility of a link between 
the two cases. 


Each piece of the resulting model was con- 
figured with arcane symbols. After the train 
inscribed a number of circuits on the tracks, 
the barrier to the nether dimension collapsed. 
Burdened with his father's sources, the son re- 
peated many of his father’s mistakes. Now Al- 
bert inadvertently summoned back the original 
train itself, and was swept up by it as it flashed 
into and out of existence over the length of the 
track set-up. Then train and son vanished. 


Book 2 


The toy train set languished. A year ago, 
nearly penniless and no longer with any hope, 
Mrs. Alexis had the courts declare her son dead 
and decided to auction his possessions along 
with her husband's. Makryat discovered the 
purpose of the train set and bought it, along 
with some interesting books of the keeper's 
choice. When Makryat had learned what he 
could from the installation, he sold train and 
track to the hapless Henry Stanley, who inad- 
vertently called the Doom Train upon himself. 

As Stanley's landlady acknowledges if ques- 
tioned, there was no fire, and she does not know 
from where the smoke she saw emanated. It was 
from the engine of the Doom Train, the firebox 
still consuming the same coal shoveled into it 
in 1897. 


The Alexis Family 


A successful Occult roll recognizes the name 
Randolph Alexis. He was an occultist of some 
notoriety, with links to both the Hermetic Or- 
der of the Golden Dawn and to the Hermetic 
Order of the Silver Twilight. He shared this in- 
terest with his son, Albert Alexis, who also dab- 
bled in the dark arts. 

A successful Library Use roll turns up a re- 
cent volume on British occultists which notes 
that father and son both met unfortunate 
ends: Alexis senior died in a train derailment 
while traveling to Liverpool in 1897, while 
Alexis junior disappeared from his home in 
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1917, believed murdered by person or persons 
unknown—a few drops of dried blood were 
found, and the smoke-filled room suggested 
that the assassins had tried to burn the house 
in order to conceal their crime. 


The bed-Sitting роот 


Henry Stanley lived in a bed-sit іп Stoke New- 
ington. The police have long gone. Outside on 
the pavement is a large chalked sign. 


SEE THE DEATH ROOM 6d. 


Another sign, handwritten and in the front 
window, reads ROOM TO LET. Stanley's land- 
lady, Mrs. Constance Atkins, has made a tidy 
profit showing the room to the curious at six- 
pence a go. 

Mrs. Atkins is a firm, vigorous woman, 
found in hair-curlers and dressing gown no 
matter what the time of day. She flaps around 
the investigators the length of their stay saying 
things like, “Ever so strange it was,” and “Quiet 
type, they're all a bit odd you know, my hus- 
band was just like that,” and "Here's a photo of 
Mr. згапјеу —1 keep pictures of all my lodgers.” 

She says that Stanley came home at four 
o'clock, in time for tea. He was excited because 
he had purchased а new train set (“Imagine, a 
man of his age!”). He went upstairs at seven, 
and she did not see him again. He could not 
have left the house without walking through 
the sitting room, where she sat reading the lat- 
est issue of Silver Screen Stars. А bit later she 
heard him cry out, and a sort of rumble hap- 
pened. She knocked straight away, but he was 
gone, and the room was full of smoke. The win- 
dow was closed and bolted from the inside. 

If asked about the train set, she says that the 
police took it, since it was an electrical device 
and seemed to be the only thing in Mr. Stanley's 
room that might have done him harm. 

She answers any other questions with ut- 
ter glee and little regard to fact. She firmly be- 
lieves that her tenant has been burnt to a crisp, 
though where he has gone to she can't imagine. 
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Still, a woman alone has to get her rent one way 
or another. 

Any investigator who pays sixpence can ex- 
amine the room (“Mind that you don't take 
anything"). It is a standard cold-water bed-sit- 
ting room of the kind inhabited by lonely peo- 
ple everywhere. There is a door in the east wall, 
and a window in the west wall. The abiding in- 
terest of the occupant was trains. The room is 
full of books and pictures about railways, en- 
gines, projects, and history. 

Interestingly, the tops of some items bear 
a thin layer of black soot. And there are dark 
sooty streaks across the ceiling, in a pattern 
from north-west to south-east, though Mrs. 
Atkins has said quite definitely that Mr. Stan- 
ley did not smoke. There are bubbles under the 
wallpaper as though it had been steamed. And a 
successful Spot Hidden sees long black parallel 
smudges on the dark floral carpet; these paral- 
lel smudges run north-west to south-east also, 
and a successful Education roll notes that they 
are the width of train tracks apart. 


THe LocAL Pouce 


The dutyman happily supplies all public in- 
formation concerning Stanley's disappearance, 
but he knows nothing of the Makryat triple 
murders, or any connection of that crime with 
this. "That's a matter for those what knows 
more than me, sir,” he says. 

If an investigator can receive a successful 
Fast Talk, Persuade, or Law roll, he or she can 
talk to the sergeant responsible for the Stan- 
ley case, who believes that Stanley has faked his 
own disappearance. ^No doubt we shall learn 
Mr. Stanley's motive for his deception within 
the following weeks, sir. This sort of matter has 
a way of working itself out.” With a successful 
Credit Rating roll, the sergeant adds that abso- 
lutely no evidence of burnt human bone or tis- 
sue was found in the room, nor blood, nor sign 
of violence. “Scarpered out the window, and 
there’s no doubt.” 

The toy train set was inspected for pos- 
sible electrical faults. None existed. The volt- 
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age was insufficient to cause 
electrocution. Still, to be ab- 
solutely sure, the set, includ- 
ing the track, has been passed 
on for expert examination to 
the London Train Spotters' 
Association, in the person of 
Arthur Butter, president. The 
sergeant can supply Mr. But- 
ter's address if requested. In 
any case, the train set is part 
of the Stanley estate; owner- 
ship of it devolves to Stan- 
leys heirs, whomever they 
might be. 


Londen Train-Spotters 


The headquarters of the association is in Arthur 
Butter’s home in Camberwell. He is a friendly 
man, upset about the disappearance and pos- 
sible death of Henry Stanley. “Mr. Stanley was a 
quiet and likable chap, and a longtime member 
of the Association.” 

Butter makes a face if asked about the train 
set. He says that he ran the beautiful set once, 
for a moment, to satisfy the police, but that it 
reminds him of Henry Stanley, and that allows 
him no pleasure of it. 

“Actually,” he says tentatively, “the set is 
in rather poor taste; the model depicts an ac- 
tual train which wrecked in ‘97 on the Liver- 
pool run, with great loss of life? Butter does not 
think that Stanley knew this. “He had a keen eye 
for the authentic, but not much interest in his- 
tory, if you divine my sense, gents. It is a gor- 
geous model, even for a pound sterling.” 

Butter has put the set in his cellar, lean- 
ing against the wall. If the investigators re- 
ceive a successful Credit Rating roll among 
them, Butter offers to allow them to borrow 
the model train and track. “Might be you'll find 
something, perhaps. As for me, I'll be pleased 
when the police call round for it^ Make what 
arrangements of custody the players will find 
reasonable. 
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Mrs. Atkins 


If the Credit Rating rolls 
fail, Butter still offers to let 
them use it in his basement. 

If the investigators have by 
this point booked their tick- 
ets aboard the Simplon-Ori- 
ent Express, or have decided to 
travel upon it and tell him so, 
Butter cheers up, and proceeds 
to wax rapturous about the 
wonders of such a trip, over- 
come with enthusiasm and 
awed envy. If the Credit Rat- 
ing rolls failed before, he now 
ignores his own perceptions, 
and forces the train set on them. Further, there 
is to be an Association dinner this evening, and 
he strongly invites the investigators. ^There'll 
be lots of things to learn about trains,” he says. 


Stanley's room. 
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"THE AASSOCIATION DINNER 


The dinner, attended by awkward, enthusiastic 
men in ill-fitting suits, is an interesting if un- 
exciting evening. Instead of saying grace before 
the meal, Butter asks the members for a mo- 
ment's silence to pray for the safe return of their 
friend, Henry Stanley. There are six courses, 
followed by brandy and cigars. 

Keepers may wish to reward the investiga- 
tors’ attendance with tidbits and traveler’s tips 
about the Orient Express service, gleaned from 
the front of this book. Much of the conversa- 
tion is boring technical detail, filled with arcane 
evocations of boilers and valves, and cryptic 
discussions of locomotive wheel arrangements, 
but some words are sound. 


» The Orient Express staff is the finest in 
the world, will assist in every emergency, 
and they handle the paperwork 


involved in border-crossings; 


> The station in Milan is presently 
being remodeled; 


> Bandits once attacked the train in Bulgaria; 


> Snow сап halt the train’s progress 
through the mountains in the Balkans; 


» TheSimplon tunnel is the longest in the 
world, at over twenty kilometers in length, 
and 65 people died during its construction; 


> Attendants at Sirkeci Station in 
Constantinople are notorious 
for losing baggage; 

» Alittle bribery smooths progress 
across some European borders, 
but don't try it in France; 


» Association member Walter Partridge, 
who has a cough and is not in 
attendance tonight, plans to ride the 
Simplon-Orient Express this season. 


More about Walter Partridge can be found on 
page 39 of the Strangers on the Train book. 
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А Curious REMEMBRANCE 


Keepers who intend to run the scenario “The 
Dreamlands Express” may also wish to add this 
observation, from one of the other gentlemen 
at the table: 


» Sometimes passengers speak of having the 
most vivid and beautiful dreams when 
riding the Simplon-Orient Express; 

> For some, it is a life-changing experience. 


Butter snorts at this. His soul is immune to po- 
etry, unless it is in the form of rolling stock. 


The Train Sel 


The train track is mounted on hardwood 
board, large enough and heavy enough to 
need several men to comfortably move it. The 
track is in a peculiarly-twisted figure-eight 
pattern. There is no scenery, but a series of 
ramps alters elevations on the circuit. A large 
new battery provides the power. The model is 
a small brown and black train, in the style of 
the 1890s, with two wooden and metal coach- 
es, a massive black engine, and a tender. Each 
car bears a different serial number and is dif- 
ferent in small ways. 

On the underside of the board is pinned a 
gentleman’s handkerchief, apparently to pro- 
tect the surface the train set is laid on. The ini- 
tials R.A. are on one corner of the cloth. 

If any investigator specifically says that he 
or she thoroughly examines the cars, strange 
symbols of unknown meaning are found to 
have been scratched on the undercarriage of 
each car. 
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If the investigators destroy the train set 
without summoning the Doom Train, the 
trapped and cursed occupants must contin- 
ue to wander in another dimension. Their 
ghosts haunt the investigators who participat- 
ed, and they see the train nightly in dreams in 
which Henry Stanley is glimpsed in one win- 
dow, screaming. Each night the dreamer loses 
a point of Sanity until driven into madness. 
The only way to stop this is to build a second 
train set, as any good medium or mystic will 
charge a sovereign to advise. 


RESEARCHING THE ORIGINAL 


The toy train is modeled on the London-Liv- 
erpool express of 1897. In that year, an express 
derailed, at the cost of many lives. The details 
of the deadly crash can be found in newspa- 
pers of the period or in any good book on 
railway disasters. Arthur Butter can relate the 
details, though talking about this train wreck 
distresses him. 

The train derailed northwest of London 
under strange circumstances, and the engine, 
tender, and the first two carriages were nev- 
er recovered from the river in which they were 
presumed lost. The remaining carriages were 
totally wrecked. Over one hundred people were 
killed or missing. Police and railway investiga- 
tors speculated about anarchist involvement, 
but no cause for the disaster was ever shown. 
The diving team found nothing to recover, but 
the river had been high from unusual rains; 
writers speculated that the missing coaches had 
been carried downstream. An unnamed official 
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In the dream: 
Arthur Butter is a 
machinist. 


observed that seventy-odd ton locomotives, at 
least, were unlikely to drift down stream or to 
drift anywhere, but there are those who find the 
supernatural in everything. The matter rested, 
and was forgotten. 


The Doom Train 


It does not matter which way the model train 
is placed on the tracks, nor in what order the 
coaches are hooked together behind the ten- 
der. Nothing happens until the model train 
inscribes 1D50 circuits of the course, or as 
the keeper wishes. The number needed to call 
forth the phantom train can differ with every 
summoning. 

Once the model train has run the needed 
number of courses, the real train of which the 
toy is a replica inevitably arrives, and cannot 
be prevented or delayed. If the spell is cast out 
of doors, the entire Doom Train appears; in- 
doors, the physical limitations of the room in 
which the train is summoned determine the 
dimensions of the Gate and the amount of 
train segment visible at any one time. The in- 
vestigator acting as summoner loses 3 magic 
points. The complete description of the spell 
is found near to Randolph Alexis’ statistics) at 
the end of this chapter. 

Shimmering track and the shunting оҒ a 
large locomotive in a gathering cloud of steam 
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Passengers in the first carriage. 
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| іы сы i announce the arrival of the train. Engine and 
M Y A 4 І through objects in th d 
ІМ, | M coal car pass through objects in the room an 
xl || / / / // / disappear into the wall at the other side. Once 
W || / / / the first passenger car comes into view (there 
Le Tar | | are only two), the train stops. Sanity loss to wit- 
Ж. Е 5% / | ness the arrival of the Doom Train is 1/1D6. 
б УУЛ ү The train is full of people dressed in 1890s 
il costume. They glide off the train as though 
onto a platform, and ask the investigators ques- 
tions, the answers to which they do not listen. 

“What time do we reach Liverpool?” 

“Where is the conductor?” 

“What has been the delay?” 

“How has the day become so cloudy and 
dark?” 

“Is another train following? My husband 
(wife) was to be on board.” 

Swirling round, drawn like water to a drain, 
the passengers close around the investigator 
who set the toy train in action and has there- 
by become the summoner. They speak as one, 
“Come with us. Come with us.” That investiga- 
tor is suddenly powerless to resist; indeed, no 
physical action is taken on the part of the pas- 
sengers—after they surround the investigator, 
the summoner finds himself or herself in nine- 
teenth-century dress and aboard the train, in 
the first carriage, surrounded by dreadful com- 
panions. 

Meanwhile the other investigators (Extreme 
Intelligence rolls to keep watching their friend) 
hear cries for help coming from the second car- 
riage. Those who look that way see Henry Stan- 
ley pressed up against the glass of the second 
passenger car, eyes wide, mouth screaming. 
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The First Carriage 


Also returned aboard the train, the bland, blank 
faces of the passengers darken and become in- 
sistent. As the train begins to pull out, their eyes 
roll up until only the whites are exposed, and 
like sharks they close in around the abducted 
investigator. They reach out slowly, expectantly. 
Their skins are bluish and cold, their hair mat- 
ted and coarsened, and their lips, eyes, and nails 
unnaturally livid. They smell of old, wet wood. 
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They sigh expectantly. Their garments scrape 
softly one against the other like gatherings of 
moths. Sanity loss to witness this is 1/1D6. 

Each investigator now must decide whether 
or not to leap aboard the first car. So little extra 
time exists that it is fair to press for individual 
decisions by the players without allowing con- 
ferences. Those aboard have no way of knowing 
where they're going, or when they can get back; 
but, since the train returned for Albert Alexis 
and Henry Stanley, and now for the investiga- 
tors, an Occult roll can deduce that the train 
could return yet another time. 


ON Волар 


The narrative presumes that the investigators, 
or some of them, board the train. If they aban- 
don their friend to his or her fate, they can 
always change their minds and summon the 
train again, given time to think. The keeper de- 
termines whether their friend has been kissed 
when the train returns, or whether he or she 
has found safety. 

Anyone aboard the Doom Train loses 3 mag- 
ic points as it leaves this universe, and 3 Sanity 
points as his or her situation becomes clear. 

Aboard the train, the investigators 
see that the passengers have cornered 
the abducted investigator at the 
other end of the passageway that 
runs alongside the compartments. 
He or she fights valiantly against 
the languid clutch of the dead, 
but sooner or later must tire; the 
dead passengers do not tire. 
Bloody-minded  investiga- 
tors might hack them apart, 
but the ordinary attacks of 
guns and knives have no ef- 
fect. The dead passengers 
must succeed in the end, 
and one inevitably will force 
his or her lips against the in- 
vestigator's, and suck out the 
soul. The investigator then 
becomes one of the dead, 
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while that one whose attack succeeded breathes 
in the scrap of life, and turns malevolently and 
ingeniously against any living within reach. 

The dead passengers are stupidly persistent, 
but without strength or passion, capable of being 
disabled but not hurt. Like flies, they can be swat- 
ted away, and like flies they return. Dead passen- 
ger statistics exist at the end of this chapter. 

When the other investigators charge in, the 
disconcerted dead draw back for a moment, 
then begin smiling and cooing with pleasure, 
and reaching for these new opportunities. No 
more than two passengers per round may try to 
grapple an investigator by using a Brawl fighting 
maneuver; against such slow-moving attacks, an 
investigator may Dodge twice in a round. 

If the dead succeed, the investigator 15 held. 
He or she may try once per round to break one 
hold with an opposed Strength roll. Failure to 
break free gives the grappler one chance per 
round for a kiss. 

Keepers who enjoy it can extend the fight- 
ing as long as they like, but after a few min- 
utes the curtained door between the first and 
second carriages bangs open, and a man cries, 
"Through here! Quickly!" 

Another great sigh passes through the at- 

tacking dead. Each investigator must 
withstand another round of grappling 
before he or she can reach the open- 
ing. Strange symbols are sketched 
on the door principal among 
which is the inverted ankh. 
When all the investigators 
are in, the man bangs the 
door shut, while the dead 
passengers moan outside, 
unable to pass the sigils. 
"Welcome to the 9:15 

A.M. to Liverpool,” pants 

the man, “although we аге 

currently running, um, 
rather late. My name is 

Randolph Alexis." 
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The Second Carriage 


Alexis is little-aged after a quarter of a century, 
but ragged. He wears his original 1897 suit, now 
dirty and worn. He is a small man, bald-headed, 
and thin; his eyes burn with feverish intensity. He 
is quite insane, though no player should be told 
that outright. Riding the Doom Train and en- 
during its necessary menu has scoured him; now 
even the passing of time is changed indefinably 
and unalterably for him. 

The second carriage is deserted, dusty, silent. 
Alexis leads them along the passageway. The com- 
partments are empty, save the last three, the last 
of which is considered in the next sub-section. 

In the first of the three compartments are 
shredded clothes and some scattered and gnawed 
bones; Alexis shrugs. “A man has to eat,” he says. 
Still, a successful Spot Hidden roll spies an en- 
graved watch fob bearing the letters A.A. Ran- 
dolph may have needed to eat someone, but did 
it have to be his own dead son? 

In the second compartment is Henry Stanley, 
who is sickeningly grateful to see other living hu- 
mans. Alexis leads them in here. 

Outside is a universe gray like fogged pho- 
tographic plates, through the vapors of which 
cut innumerable blue-black world- 
lines of the Doom Train, circling 
and twisting one dim swathe 
around the next. 

This great wad of pas- 
sage extends as far as the 
eye can see—in patches 
that means many or hun- 
dreds of miles. As the in- 
vestigators watch, the 
Doom Train palpably 
moves against the world- 
lines beyond, whose seg- 
mented lengths curl in a 
dark, gigantic serpentine. 
Like a ticking clock, the 
Doom Train lurches for- 
ward at regular intervals, 
and each movement be- 
comes another segment. If 
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they check their watches, however, each watch 
has stopped. 

“When we first came,” Alexis remarks in 
abrasive, nasal tones, “this place was empty of 
the Train. I see now one day when it will be filled, 
and then there will be no room for more. When 
will that be? Time is different here; it seems to 
me no more than a month since I made my great 
error, and yet my register,” he points to the ceil- 
ing where thousands of tiny ticks have been 
made with uncompromising regularity, “shows 
so many episodes of long sleep that I calculate 
confidently the year to be late 1911.” 

Alexis and Stanley tell their stories, and an- 
swer questions as they can. Alexis has been on 
the train since 1897. Some passengers who had 
held out for years have now degenerated, for un- 
known reasons; perhaps he will, too. Until Stan- 
ley arrived, Randolph Alexis had no companion 
for a very long time. Alexis managed to seal him- 
self into the second carriage, with wards that the 
dead could not broach. Stanley is frightened, and 
less than sane; trains have lost all appeal to him. 
Judging by the skeleton of Albert Alexis, Stanley 
has good reason to fear. 


The Plan 


Alexis tells the investigators that he 
has been working on a way to 
return the train to earth, but 
lacks the library he had at 
his home, and cannot get 
the pattern right. 

His escape project is 
in the last compartment 
of the carriage. It is a huge 
design in a twisted fig- 
ure-eight pattern, spread 
flat on the compartment 
floor, fashioned of hu- 
man intestines and other 
offal (Sanity loss 0/1D3). 
The pattern seems identi- 
cal to that of the train set. 
Alexis fusses over it, and 

says there is something 
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wrong with it, as it will not work. He knows 
that it can work, because Albert must have suc- 
ceeded somehow. 

Alexis has forgotten that the figure-eight 
pattern is configured in three-dimensional 
space—hence the ramps and elevations that Al- 
bert Alexis built into his train set. This set is too 
flat. A Mechanical Repair or applicable Science 
roll suggests this if the investigators don't think 
of it. They instruct Alexis from memory, and 
excitedly he gathers bones and bloated organs 
to chock under the meaty circuit. 

Now they need a train. Alexis proffers a hu- 
man heart, with gray and green arteries dan- 
gling. The heart must be pushed around the 
track for 1D50 revolutions. 

If the players have not called for a Psychol- 
ogy roll before, ask for one now. A success indi- 
cates that Alexis is insane and extremely danger- 
ous. Had the investigators not come on the scene, 
Stanley soon would be slaughtered and devoured. 

Before the spell is complete, the dead passen- 
gers mount a fresh assault, drawn by all the fresh 
souls. Some climb out of the first carriage and 
stumble across the roof of the second. One slips 
off, into the gray void, starting his own world- 
line of flapping arms and kicking legs. A half- 
dozen smash through the side windows from 
above, and clamber into the second carriage. 

The investigators must keep the meat-pat- 
tern safe and in motion. When the attack takes 
place, 1D10 circuits of the heart are left to go. 
Each circuit takes one round. If two people 
act together, they can accomplish two circuits 
per round by situating themselves on opposite 
sides, and passing the heart between, each com- 
pleting half a circuit. Those pushing the heart in 
these last rounds must receive successful Dex- 
terity rolls. Failure means the circuit was not 
completed that round. A result of 00 breaks the 
meat-pattern; it must be repaired and started 
anew (requiring 1D50 circuits to be complete). 


Dad lo Earth 


The last circuit made, investigators feel the sud- 
den thrum and click of car wheels rolling and clat- 
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tering over solid iron rails and wooden sleepers; 
out of the windows they see dark English coun- 
tryside on a late winter’s morning. The dead pas- 
sengers cringe and gibber, and cease their assault. 
Some sit or fall suddenly, as the motion drains 
out of them. Alexis leans against the window, 
suddenly old and tired, his face suddenly aged, 
his body shrunk, his back bowed. Each investiga- 
tor loses 3 magic points for the return trip. 

Call for Listen rolls. Those with success- 
es hear desperate whistle blasts from ahead; the 
Doom Train is indeed steaming outbound from 
London on its old track, but a coal train is strug- 
gling ahead on the same track, and an alert brake- 
man has sounded the alarm. 

Collision is imminent and nearly un- 
avoidable. 

If an investigator immediately pulls the 
emergency cord, there is no effect—the dead en- 
gineer and fireman long since abandoned their 
posts, and no one is left to actually slam on the 
brakes. If an investigator runs through the cars, 
scrambles over the tender, and knows what lever 
to pull in the cab, a successful Luck roll halts the 
Doom Train before collision. 

Otherwise, to save themselves, the investi- 
gators must leap from the train into the muddy 
fields beyond. Those with successful Jump rolls 
lose 1D3 hit points from the impact; those with 
failing Jumps take 1D6 damage. 

Investigators who ride out the collision on the 
train lose 4D6 hit points—the massive locomo- 
tive and coal cars slam together with fatal, metal- 
twisting impact. The locomotive boiler ruptures. 
Stanley jumps and is saved, as is Randolph Alex- 
is. All others aboard the Doom Train die. Steam 
rises from the wreckage and flame licks the splin- 
tered coaches. The dead passengers are at peace 
at last. The collision has occurred about sixty 
miles northwest of London. 

Since the collision scene will raise many 
questions, survivors may wish not to remain at 
the site. An inn is not far away; perhaps they 
stay there a few days, while the line is cleared, 
and then make their way back to London on an 
ordinary train. 


41 


THROUGH THE ALPS 


CONCLUSION 


Investigators gain 1D6 Sanity points each for 
rescuing Henry Stanley, though that worthy fel- 
low checks into a sanatorium for a few weeks. 
He is not so keen on trains now; on his return 
to Stoke Newington and Mrs. Atkins, he faces 
down police questions, throws away his train 
books and memorabilia, and takes up stamp 
collecting. 

The keeper should keep this episode in 
mind, though. One or more investigators may 
have learned enough about the Doom Gate 
procedure to be able to duplicate it at some lat- 
er time, when it could become a way out when 
all hope seems lost. 

Similarly, Randolph Alexis still lives, though 
thoroughly insane, lording it over his amazed 


and decrepit wife for the moment. There may 
come a time when he is heard from again. 


RESOURCES 


The encounter with Randolph Alexis supplies 
the keeper with a character introduced into 
the campaign but not defined in it by func- 
tion. Other such characters exist in the cam- 
paign, and keepers are urged to abstract or cre- 
ate more, as they desire. Nothing need be done 
with them unless and until a specific need de- 
velops in the course of the campaign; they are 
then ready to use, as decorations, as metaphori- 
cal door-openers and door-closers, or as com- 
ponents in a supplementary narrative scheme. 


Statistics 


ARTHUR BUTTER, Age 51, Train Spotter 


STR 55 СОМ 50 SIZ 65 ПМТ 80 
РОМ 60  DEX55  APP75 EDU85 
Sanity 60 Build:1 Моуе5 HP 1l 
Damage Bonus: +0. 

Brawl 25% (12/5), damage 1D3 

Dodge 27% (13/5) 

Skills: Persuade 31 96, Train Lore 78%. 
Languages: English 8596 (own). 


HENRY STANLEY, Age 41, Missing Train 
Spotter 


STR 50 CON 50 51755 INT 65 

РОУ/70  DEX60 АРР40 EDU75 

Sanity 57 Build:1 Move:7 HP 10 

Damage Bonus: +0. 

Brawl 25% (12/5), damage 1D3 

Dodge 30% (15/6) 

Skills: Stealth 27%, Train Lore 58%, Whimper 87%. 
Languages: English 75% (own). 
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RANDOLPH ALEXIS, Age 59, Long-Miss- 
ing Occultist 


STR 50 СОМ 65 SIZ45 INT85 
POW90 DEX55 APP25 EDUOI 
Sanity0  Build:1  Move:7 HP 11 


Damage Bonus: +0. 

Rusty Knife 8796 (43/17), damage 1D3 

Dodge 2796 (13/5) 

Skills: Cthulhu Mythos 21 96, Fast Talk 6996, Library Use 
4396, Occult 6696, Persuade 6196, Psychology 4596, 
Stealth 4496, Spot Hidden 56%. 

Languages: English 9196 (own), German 49%, Latin 
6896, Sanskrit 34%. 

Spells: Create Gate, Dread Curse of Azathoth, Elder Sign, 
Shrivelling, Voorish Sign. 
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TEN DEAD PASSENGERS, Aboard the 


Doom Train 


Г [эк [eos sz [osx [pow [wr — 
fone [m |в |818 |s ]u— 
по ІСІНГЕН ЕЕ ГЕН ГЕНЕ ГЕН 
Тһе [e |» [ [5 [srs 
For [m ps [o |s ]s рз 


Seven [rs |е је [в [5 — n 
Бим [e je је [в [s — e | 
па [s je [ж [в [5 _в | 


Damage Bonus: +104. 
Build: 1 

Magic Points: 1 

Move: 6 


ATTACKS 
Attacks per round: 1 


Grab (fighting maneuver): The Dead Passenger at- 
tempts to grab an investigator and hold him or her. 
Once an investigator is grabbed and restrained, the 
next round the Dead Passenger may attempt a Kiss. A 
grabbed investigator may escape with a successful op- 
posed Strength roll. 


Kiss: If the Kiss succeeds, the victim's soul is drained. 
He or she becomes a Dead Passenger. 


Brawl 3096 (15/6), grab (fighting maneuver) 

Doom Kiss 20% (10/4), target must be grabbed, 
damage is death by loss of soul. 

Dodge Lacking volition, this is not an option 


Armor: Since the Passengers are already dead, damaging 
one in excess of his or her hit points has no effect, un- 
less the stated intent of the investigator is to dismember. 
Judged partly by the means used, each dismemberment 
might require a Sanity roll for the successful attacker. 


Sanity Loss: 1/1D6 Sanity points to see the Dead Pas- 
sengers, and 1/1D8 to see a friend become one. 
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Doom Gate 


Cost: 10 POW, 6 magic points, and Sanity ranging 
from 3 to 10 points to set up the spell, depend- 
ing on the relative awfulness of the universe re- 
quested. 


Activating the spell costs 3 magic points. Passing 
through the Gate so-created costs an additional 3 
magic points, plus however much Sanity charged 
in the original set-up. Passing through the Gate to 
return to earth also costs 3 magic points. 


Casting time: 1D50 rounds once the Gate is 
created. 


The Doom Gate opens the way to or from a cap- 
sule universe, the conditions of which vary by cast- 
ing, or re-opens the way to or from a particular 
capsule universe if and only if the caster employs 
a linking object of reasonable significance—in the 
adventure, Randolph Alexis's handkerchief on the 
back of the train set's mounting board did the job. 


Save for Randolph Alexis, no man known alive 
knows how to set up the spell, though Mehmet 
Makryat now owns the books from which Alexis 
drew his information. Once the spell is set up 
physically, as has been seen, then anyone can ac- 
tivate it making the required number of circuits, 
even without intending to. 


Note: Doom Gate operates as a special or keyed 
form of the Gate spell. 
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LONDON 1893 
The Blood Бед Fez 


Thirty years before the search for the Sedefkar Simulacrum, an earlier 
group of investigators take the Orient Express to Constantinople to stop a 
cosmic evil born from a cursed fez. 


by Geoff Gillan 


УДА МИ МИ И МИ МИ АТАХТААХ ТАТАМ 
This Ања! Seenaric 15 Optional 


This historical 1890s sce- 
nario is optional. Notes for 
integrating it with the 1920s 
campaign appear nearby. A 
copy of Cthulhu by Gaslight 
would enhance the experi- 
ence of running this adven- 
ture, particularly for its de- 
scriptions of 1890s London, 
but is not necessary. 


For More information on running this gaslight sce- 
nario, see the Gaslight on the Orient Express section 
on page 83. 


NUN ANA AN AN AAA AAA МАМА 
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"The Blood Red Fez" is a Cthulhu by Gaslight 
scenario. It takes place in 1893, and is a pre- 
quel to the 1923 Horror on the Orient Express 
storyline. It involves three of the key char- 
acters from that later era: Professor Smith, 
the erstwhile academic whose ostensible 
summons sets the 1920s storyline in motion; 
Selim Makryat, father of Mehmet Makryat 
and leader of the Brothers of the Skin; and 
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the Jigsaw Prince, outré villain and friend of 
Selim's. The tale involves the mysterious and 
repulsive artifact the Blood Red Fez and a 
forbidden tome that reveals its secrets, The 
Whispering Fez. 

The adventure showcases the 1890s route 
of the Orient Express, the pre-Simplon tunnel 
route that went via Paris, Munich, Vienna and 
Budapest on its way to Constantinople. The 
bulk of the adventure is set on the train, with 
an introduction in London and a climax in 
Constantinople when it was just transforming 
into a destination for Western tourists, still un- 
der the waning power of the Ottoman Empire. 

The Orient Express has opened up fast and 
efficient transportation east of Vienna as never 
before. Thus the trip as depicted here is more а 
means to get rapidly to Constantinople than as 
a vehicle for tourist stops along the way. Should 
keepers and players wish to detour, brief sketch- 
es of the main stops along the route are offered 
in the sourcebook material, but such detours 
are not the main purpose of the scenario. The 
accompanying guide “Gaslight on the Orient 
Express” (p. 83) has all the details of the train 
services and route for this era where they differ 
from that in the 1920s. Keepers should consult 
that in tandem with this adventure. 
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МаАМАМАШАМАМШАШАШАШАШАМАШАШАШАШАШАШАМАШАШАШАШАШАШАШАШАШАМАШАШ 
Using this Scenario with the 1923 Campaign 


The events of “Тһе Blood Red Fez" are recorded in 
Professor Smith's 1893 Diary, which can be found in 
one of three locations in 1923 (see the first London 
chapter). 


Reading the diary triggers this scenario. Launching 
the scenario at once is immediate and dramatic. How- 
ever, this will break the flow of the 1923 investigation, 
and the players may struggle to recall the details when 
you return to it after the 1893 story has been told. It 
is actually recommended that this and all other his- 
torical scenarios be played in the breaks between the 
1923 scenarios. Thus, an ideal time for this scenario is 
to have the investigators read the diary when leaving 
London for Paris. 


The keeper can make this intent vague (“Тһе diary 
is long and detailed and does not seem to relate to 
the current events—you'l need some quiet time to 
read it”) or specific (“Reading the diary launches a 
Cthulhu by Gaslight scenario, would you like to play 
that now or wait until you have finished the current 
London scenario?"). 


HANDOUTS FOR 1920s 
INVESTIGATORS 


То assist the keeper, two special handouts are provid- 
ed for 1920s investigators: 


* The 1893 Diary: Introductory Handout 
is a brief player handout which can be giv- 
en when the investigators first find the di- 
ary. This is intended to satisfy their curios- 
ity until you present the scenario in full. 


The 1893 Diary Summary Handout is for 
keepers planning a shorter campaign. This 
can be given out if the scenario will not be 
used. It is offered to allow the 1923 investiga- 
tors to learn more about the 1893 events. It 
contains spoilers, so only give this out if you 
have no plans to run it at a later date. It can 
be given at the end of the scenario, however. 


AS A PREQUEL 


As a final option, instead of presenting this scenario 
during the 1923 campaign, it can be run as a prequel. 
If the players generate young investigators, they will 
be able to use those same characters in the 1923 cam- 
paign, should they so desire. 


If the investigators return 30 years older, keepers 
may ask the players to adjust the character's Move and 
characteristics due to aging as per the rules in Call 
of Cthulhu 7th Edition, perhaps allowing EDU x1 in 
additional occupation skill points. Alternately, these 
rules can be waived, as per the group's preferences. 
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ABOUT THE INVESTIGATORS 


Pre-generated investigators for this scenario 
are provided in the Statistics section. Each 
has ties with the young Professor Smith. 

Players may prefer to create their own 
characters. No particular kind of investiga- 
tor occupation or other background is need- 
ed for this adventure, although someone with 
Occult skill and someone who speaks Turk- 
ish, Arabic and or Persian would simplify 
things. 
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london 


KEEPER'S INFORMATION 


For centuries rumor has hinted at a terrible ar- 
tifact of evil, the Blood Red Fez. From the six- 
teenth century Ottoman Empire come stories 
of this gruesome item, dipped in the blood of 
thousands, consecrated to unspeakable gods 
with unknowable motives. Information about 
the Fez has been confined to the east and details 
regarding its location and properties are written 
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THE 1893 DIARY: 
INTRODUCTORY HANDOUT 


PROFESSOR SMITH'S 
1893 Diary 


Professor Smith's 1893 diary recounts his first 
year as a Professor at the City and Guilds Col- — : 
lege of the University of London. It includes 
descriptions of lectures, anecdotes heard at the 
Oriental Club, and notes from his studies in 
anthropological history and literature and the 
occult. 


1 

1 

1 

1 

1 

i 

| 

The bulk of the diary concerns a strange af- 
fair involving his friend Professor Demir from | 
Constantinople, and a journey taken by some 1 
London friends on the Orient Express to solve 
the matter. Smith's handwriting becomes diffi- | 
cult to read in this part of the diary, as though 
the events disturbed him. Telegrams and let- | 
ters from a Professor Demir are tucked into the 
binding. 
1 

1 


in Arabic, Turkish, and Persian in an array of 
books, scrolls, memoirs, letters and other mate- 
rial. The Fez and its terri- з 
ble potential has attracted 
a cult, the Children of the 
Blood Red Fez, who have 
gathered their knowledge 
into a bundle they know 
as Apocrypha of the Fez. 
In Constantino- 

ple the cult is ostensi- 
bly led by Hieronymus 
Menkaph, a vile English- 
man who has ‘gone na- 
tive in the east and now 
styles himself as an ex- 
otic occultist of dubious nationality. (He was 
formerly Mortimer Leeds, an accountant from 
Chiswick). Prior to forming his cult, Menkaph 
was a devotee of The Skinless One along with 
Selim Makryat. Menkaph has broken with the 
cult, but he and Selim remain on amicable 
terms—to the extent that two deranged mad- 
men can be amicable. Menkaph believes that 


Menkaph 


Continued on page 48 


Book 2 


THE 1893 DIARY: SUMMARY HANDOUT 


The summary contains spoilers. Do not give this 
handout to the players if you intend to run the scenar- 
io in full. It can however be given out at the scenario’s 
conclusion. 

From the Letters of Professor K.H Demir of 
Pera, Constantinople. 


My Dear Sont, 


From the outset the dread Surround- 
ing the Blood Ked Fez was palpable. 
The cruel murder of the fez collector 
in Rotherhithe who owned the master 
text The Whispering Fez, the terrible 
tale of y doomed Student Pook, all 
suggested an artifact of considerable 
Power and a cult of ruthless purpose 
end to its exploitation. 


Yet even Knowing 24.5, you shottld not 
upbraid yourself for the terrors that 
our guest Zo destroy the Blood Ked 
Fez brought дроп us all. OF course 
І 5 лоша never hae willingly let your 
thiends Journey into Such terrible dan- 
ger, but all І had uppermost in pry mind 
was that the алу / device The Blood 
Ked Fez had to де brought quic бо 
ме зо it could Le destroyed. Yad Г 
known the Fez could duplicate itself 
or that the very cult which venerated 
it would де on the train alongside your 
stalwart allies Т should have of course 
Considered otherwise. But by then my 
own Son had been kidnapped Ly the so- 
called Children of the Blood Ked Fez 
and their Кош! leaders, the mad harem 
girl Misra the Daughter of Fate and that 
monstrous frad Menkaph, past Aly of 
the evil Selim Makryat.. 


The powers of the Fez—the killer 
Shadows, the life and Soul draining) the 
creation Жорт its victims of hideous 
па moc keries—were nothing to the 
terror and au Zness of its dread Su- 
pernatural creator. The sacrifces we 
all made were dreadful, and ray heart 
is broken: but for the chance to de- 
Stroy the dread artifact and in doing 
so thwart the coming forth into our 
world of that dread entity even here 2 
dare not name, we had no choice. 
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NAA AN AAA AN ANA IA NAA А А AN WWW 
About Fezzes 


The typical fez is a red hat with no brim and a tassel on 
top. Some versions are a truncated cone made of red felt 
while others are more cylindrical and made of fabric. At 
the height of the popularity of the fez many variations 
of color and style are available. The fez gains its name 
from the city in Morocco where the hat was first devel- 
oped, although its overall style is based on the tarboosh, 
a similar hat of ancient Greek origin. 


Despite being worn in other countries including be- 
ing part of the national dress of Cyprus, the fez is a hat 
synonymous with the Ottoman Empire where it was in- 
troduced to replace the turban in 1828, in an attempt 
by Sultan Mahmud II to Europeanize the Empire. It is 
part of the military uniform of the Ottomans in the Gas- 
light era and its day-to-day wear is ubiquitous in Con- 
stantinople. One traveler even claims to have had stones 
thrown at him for not wearing а fez. 


The identification with the Ottoman Empire is so 
strong that when Ataturk assumes control of Turkey in 
the early 1920s he bans the fez as part of his moderniza- 
tion program. In 1890s Britain the fez is also fashionably 
paired by British gentlemen with their smoking jackets 
and other lounge suits, to be worn indoors. Outdoor fez- 
wearing away from the East is usually reserved for the 
Oriental abroad. In the sensational fiction of the day a 
character wearing a fez usually denotes a suave Egyp- 
tian or Turk, possibly sinister and degenerate, certainly 
‘foreign. The ‘Unspeakable Turk’ is a popular character 
of salacious literature of the period (see Jason Goodwin, 
Lords of the Horizon, p 312). An urban myth also ex- 
ists that the ‘blood red’ of the standard fez symbolizes 
Islam's defeat of the Christian world, but this is utterly 
spurious. 


МаАМШАШАШАМАМАШАМАМШАМШАШАШАШАМШАШАШДАШАМАШАШАШАШАШАШАШАМАШАШАШАШ 


NAA UA ANA NDA AN ANA ANA ANA 
The Young Professor Smith 


Professor Julius Arthur Smith is the investigators’ 
friend whose presence sets the 1920s campaign in 
motion. Biographical information pertinent to him 
in that era can be found in the London chapter of 
the 1920s campaign. In the 1890s he is thirty years 
younger and slimmer, with not-such-grand-mous- 
taches. He has only recently been made Professor, a 
considerable achievement at such a young age. He 
works for City and Guilds College of the University 
of London and has an office at their headquarters in 
South Kensington. He is a member of many associa- 
tions, but his preference is for the Oriental Club. An 
avowed bachelor, he lives alone in his St. Johns Wood 
townhouse, left him by his family (he will not meet 
his wife to be, Margaret, until 1895). He has recently 
been touring in the east and was in Constantinople 
and Anatolia in the summers of 1889-1892 but has 
now settled to regular study. Rumor has it something 
occurred in foreign parts to dissuade him from fur- 
ther travel, but he refuses to be drawn on the subject. 
His current interest is in anthropological history and 
literature and the occult. 


NAA UA ANA NDA AN ANA ANA ANA 
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the Blood Red Fez is more accessible than the 
mad work of Sedefkar and potentially more re- 
warding to the initiate. 

Recently, Menkaph finally got his hands on 
the Blood Red Fez itself (there are in fact, poten- 
tially many; for details see the boxed text near- 
by) but realized the information in the Apoc- 
rypha is limited in describing the Fez's actual 
use. To this end he sought the fabled book The 
Whispering Fez, a mythos tome that describes 
the full awfulness of the Fez's capacities. If the 
Fez is soaked with the blood of a Prince a co- 
lossal evil may be summoned, one which Men- 
kaph in his madness believes will make him all 
powerful. 

The real power in the cult is the mad ha- 
rem girl Nisra the Daughter of Fate, a pupil in 
depravity of the Jigsaw Prince and Chief Con- 
cubine to the decadent Prince Ramazan, now 
in exile on the Princes’ Isles off Constantinople. 
They plan to sacrifice the Prince, but to do so 
need the information in the book. Nisra is hap- 
py for Menkaph to take all the risks so that she 
may reap the later benefits. 
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МАМАМАШАМАМШАМАШАМШАШАМАШАШАШАШАМШАШАМАШАШАМШАШАШАШАШАШАШАМАШАШ 
Further Reading 


Jason Goodwin's Lords of the Horizon offers an approach- 
able account of the Ottoman Empire which highlights 
Western attitudes to it in decline. Gabor Agoston and 
Bruce Masters’ Encyclopedia of the Ottoman Empire is a 
formidable one-volume reference with entries on every 
aspect of the Empire over its long history, written by not- 
ed Turkish and international experts. Nineteenth century 
accounts by travelers to Constantinople include Mark 
Twain’s The Innocents Abroad and S. G. Bayne’s Fantasy of 
Mediterranean Travel, both online at Project Gutenberg. 
The colorful account of Italian traveler Edmondo di Am- 
icus, Constantinople, can be found on Google books in 
English and Italian. Modern books include John Freely’s 
Istanbul: The Imperial City, which examines various eras 
of the city and its extant buildings and places for mod- 
ern travelers and A Traveller's Companion to Istanbul 
edited by Lawrence Kelly, which has original extracts on 
different themes across the city’s entire history. Keepers 
seeking atmosphere, some great adventure ideas and a 
sympathetic Turkish point of view, should also consult 
the detective series by anthropologist Jenny White, com- 
mencing with The Sultan’s Seal, set in Constantinople to- 
wards the end of the nineteenth century and involving 
the Turkish magistrate Kamil Pasha. Finally, Jeremy Seal’s 
A Fez of the Heart accounts his travels around Turkey in 
search of a hat. 


BIBLIOGRAPHICAL NOTES 
Aside from the above, day-to-day details of Constantino- 


ple were provided by the wonderful guidebook A Guide 


to Constantinople by Demetrius Coufopoulos. First 
published in London in 1895 the guide went through 
multiple editions. Coufopoulos was an ex-Dragoman 
and his book is an excellent one-stop resource for keep- 
ers wishing lots of detail for the Ottoman-era Constanti- 
nople. The 1910 version is available as a free download at 
archives.org. I recommend the PDF which duplicates the 
original including its color plates and bookseller’s stamp 
from Pera. Also recommended are the late nineteenth 
century guides, Harpers, Bradshaws and Baedekers. 


ADDITIONAL THANKS 

The author would also like to thank the indefatigable re- 
searches of Darren Watson who provided Constantinople 
currency details. Some of the pre-generated investigators 
were created by the original playtesters; Professor Worth 
(Angus Lidstone), Captain Barrington (Peter Thomas) 
and George Banks (Scott Belgrove). Final thanks are due 
to our NPC-o-rama Kickstarter backers, who have con- 
tributed their own names to many of the characters here. 
Some are villainous and most are doomed. 


МАМАШАШАМАШАШАШАШАШАШАШАШАШАШАШАШАМАШАШАШАШАШАШАМАШАШАМШАШДШ, 


Learning a copy of the 
book was in London in 
the hands of a fez collec- 
tor, of all things, Men- 
kaph raced there to steal 
it. His initial plan was 

to take the Fez and 

the book and board 

the Orient Express 

back to Constanti- 

nople and study the 

book’s contents over 

the three nights of the 
trip. The theft 
was successful 
but things went 
awry. 


Professor Smith 


Book 2 


Menkaph's enemy in Constantinople is Pro- 
fessor Demir. Demir wired his London student 
Matthew Pook and asked him to watch Men- 
kaph, but the young man foolishly tried to steal 
the Fez. Pook was captured by the cultists and 
bound to the Blood Red Fez. Menkaph watched 
the horrid progress of the Fez over the subse- 
quent days and studied the book long enough 
to learn how to create other Fezzes using the 
young man's sacrifice. 

Just before the end of the process the cult 
was roused from its East End lair by suspicious 
locals. The stricken youth had the presence of 
mind to croak the name of Professor Smith; 
Demir's ally in London, before succumbing to 
insensibility. Smith has arrived and urgently 
summons his allies, the investigators. 
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GASLIGHT HANDOUT £1 


MESSAGE FROM 
PROFESSOR SMITH 


AM AT 5 DURWARD STREET, WHITECHA- 
PEL. FOR GOD'S SAKE COME. BRING A 
GUN. JULIUS SMITH. 


INVESTIGATORS’ INTRODUCTION 


Investigators are called into the adventure af- 
ter midnight on a dank, foggy Sunday night 
in London by a message delivered via street 
urchin to whatever address they are currently 
staying. (Street urchins were the unofficial 


=. 


MN 
| oom of 
the  - 


ithered Man 


after-hours messenger service of choice across 
1890s London.) 

The pre-generated investigators provided 
are all friends of Professor Smith. If the play- 
ers have created their own investigators, the 
keeper must determine their connections to 
each other and to the professor. Membership 
at the Oriental Club is a good start. Smith 
sends a message to the ones he knows, and 
leave the others to join once summoned by 
their allies. 


THE WHITECHAPEL TERROR 


TO DURWARD STREET 


Whitechapel in 1890 is a slum area of the East 
End of London. Middle class investigators who 
make a Know roll will recognize Whitechapel 
as a potentially dangerous place for those look- 


Reference 


Stairs 
Doors 
Windows 
Fireplaces 
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enchurch St. 


Reference 
. The Imperial Institute 
. Victoria & Albert Museum 
. Houses of Parliament 
. British Museum & Library 
. New Scotland Yard 
. Thomas Cook & Son 
. University of London 
. Durward Street 
. Bumham's Rooms 
j| 10. Professor Smith's Home 
11. The Oriental Club 
12. Pook's Flat 


ing well-heeled and vulnerable and take suit- 
able precautions (including, presumably, the 
weapon Smith has urged them bring). 
Durward Street is a narrow, poorly lit street 
boasting some ramshackle houses and a horse 
slaughtering business, Harrison, Barber & Co, 
and at the far end a Board School for the poor. 
The street was formerly known as Bucks Row. 
The south end of the street is where the body of 
the first Jack the Ripper victim, Polly Nichols, 


Book 2 


13. Devore's House 
% Railway Station 


0 1 Mile 
Scale  LL——l1 


was found in 1888, though there is no connec- 
tion between that and the events described here. 


OUTSIDE NUMBER 5 


Once the investigators arrive in Whitechapel 


they find Smith pacing agitatedly іп a doorway;. ^ 


looking up and down, clearly awaiting them. — 


Не is unarmed. Fog and shadows blanket ev- | 


erything; figures loom out, only to be recog- 
nized as normal folk going about their business. 
A successful Spot Hidden will see a man at the 
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far end of the street, wearing a hat shaped like a 
fez. He moves quickly out of sight. If someone 
walks to that corner he is gone. Smith is over- 
joyed to see the investigators and takes them in- 
side the house. He explains nothing. 


INSIDE NUMBER 5 


Smith has a whispered conversation with the el- 
derly landlady, Mrs. Grim, presses money into 
her hand, then takes the investigators upstairs. 
At the top of the narrow stairs of soft, rotten 
boards, lies a little room in semi-darkness. A 
fearful stench comes from it, of old fish, offal, 
and ancient curdled vomit. 

Inside is a sinister tableau lit by a two can- 
dles in wooden candlesticks: a wasted man on 
a small sagging bed and a black-cloaked figure 
beside him. Scraps of old food and discard- 
ed notes and pieces of paper make it look is 
if someone has been here for a while. The bad 
light, however, makes it impossible to search 
effectively. 

The stench seems to emanate from the man 
on the bed. He looks ancient, withered, and 
near death. He is naked except some stained 
smallclothes. Strangest of all, he wears a fez 
upon his head. Closer examination reveals at 
one point the man appears to have been bound 
to the bed. Loose leather strips depend from his 
wrists and ankles and flap like rogue skin. The 
cloaked figure standing nearby comes forward 
to introduce himself as Doctor Niels Hobbs, a 
medical man often used by the police. 

А Medicine roll confirms that the man is 
not old at all. He is in fact in his twenties. 


SMITH'S STORY 


Smith now explains what is going on. Four days 
ago a well dressed fellow around forty, with sil- 
ver hair, a top hat, and a swallow-tail coat of- 
fered Mrs. Grim a handsome amount for the 
room. Soon men in fezzes dragged a semi- 
conscious man into the room. The door was 
locked, and only the top-hatted man came and 
went. On the second night weird sounds afflict- 
ed the tenants, as if the building was filled with 
whispers. Tenants also reported strange shad- 
ows on the landing. By the third night there was 
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shrieking and thumping and the top-hatted 
man appeared and offered more money for the 
landlady's connivance, saying he had a drug- 
addicted brother he was trying to cure. But by 
the fourth night, tonight, things could not be 
ignored. Shrieks of agony burst from the room 
and unearthly noises, rattles and thumps shook 
the whole building. The landlady sent one of 
her tenants out into the night to call the police. 

The man in the top hat and the men in fez- 
zes must have seen and fled, leaving only the old 
withered body on the bed. The police came and 
called in a police doctor, Dr. Hobbs. The man 
whispered the name of Professor Smith and 
passed out. The police went to Smith's home 
and escorted him here, but they discount the 
neighbors' talk as nonsense. There is no crime, 
just a diseased man who needs to be attended to 
or hospitalized. Then they left. 

Smith thinks he knows the identity of the 
man, who is far younger than he looks. Smith 
believes he is Matthew Pook, a student of his 
colleague in Constantinople, Professor Demir. 
Smith explains that part is a long story and he 
will tell all later. 


WHAT SMITH NEEDS 


Smith is worried that the men in the fezzes will 
return now the police have gone, and needs to 
make certain the man is safe to move and not 
contagious. He needs the investigators to help 
remove him and guard him from potential as- 
sailants. He assures the — 
investigators the men in T 
fezzes represent a group 
of evil purpose and they 
should not hesitate to 
defend themselves. 


THE MAN IN THE А 
FEZ 


Dr. Hobbs cannot tell 
what is wrong with 
the man on the bed. 
Worse, the Fez appears 
to be stuck fast onto his 
head. If one of the in- 
vestigators is a medical 
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NAA AN AAA UA ANANAS AAA AN AN AN ANANAS WWW 
The Blood Red Fez 


The Blood Red Fez is an insidious artifact and central to 
this scenario. Wearing it will eventually kill the wearer; 
but it can only be destroyed if it is worn. Sooner or later, 


the investigators must put it on. 


DESCRIPTION OF THE FEZ 


Тһе Fez is a disturbing artifact: smelly, whispering, vi- 
brating slightly. Left on its own without a host it whis- 
pers constantly. Having it in one's proximity for longer 


than half an hour costs 1/1D4 Sanity points. 


WRITINGS OF THE FEZ 


See the section below on New Mythos tomes for the two 


key texts: Apocrypha of the Fez and The Whispering Fez. 


TOUCHING THE FEZ 


If a person touches a Fez not currently being worn they 
must make a CON roll or be overcome by nausea. They 


are also immediately drained of 1D6 magic points. 


Touching the Fez at any time causes images to flash 
into the mind's eye of a monstrous shimmering form, out 


of focus but carrying with it a sense of the unspeakable. 


WEARING THE FEZ 


Wearing the Fez without understanding its powers 
brings doom upon the wearer. Once a person has worn 
the Fez only the total destruction of all Fezzes will save 
them and even then the process may kill them. Note the 


following conditions of putting on a Fez: 


* The Fez cannot be removed, even by sur- 
gery, without instantly killing the host and 
having them return as a Fez Zombie. 


The wearer degenerates. This process of de- 
generation is tracked below. Each day goes 
from midnight to midnight, no matter what 
time the wearer first puts on the Fez. 


Тһе wearer may gain insane insight. A Hard In- 
telligence roll following any Sanity loss from 
the Fez means the wearer has understood 
something of the nature of the Fez. Keepers 
should choose this material from the Mythos 
Tomes surrounding the Fez, allowing a Luck 
roll for them to innately learn the ritual Arrest 
Fez Decline. On a Critical success, the wear- 

er understands how to destroy the Fez with- 
out needing to read The Whispering Fez. 


SPELLS OF THE FEZ 


Spells related to the Fez are described under the Mythos 
tomes Apocrypha of the Fez and The Whispering Fez. Ar- 
rest Fez Decline is of particular importance to the wearer. 


DESTROYING THE FEZ 


The Fez cannot be destroyed by normal means. If it is 
cut with a knife, it knits itself back together as the knife 
passes through. If placed on a fire, the fire goes out in a 
greasy cloud of smoke. It can only be destroyed as de- 
scribed in The Whispering Fez. 


ЗИМА МАМА МА ANA ANA WA AA Wo WWM 


doctor Hobbs will happily confer about what 
treatment to offer. As far as he is concerned the 
youth, if youth it be, is suffering from some 
kind of hideous wasting sickness, but Hobbs 
believes he is stable. 
Close examination of the Fez affixed to the 
man's head reveals the following: 
» The flesh is growing into the rim of 
the Fez, pushing through the hair. A 
Medicine roll confirms that the Fez 
could be removed by surgical means, 
but this would require hospitalization. 
» The Fez itself is the color of old dried 
blood, foul-smelling and dank looking, as 


Dool 2 


if it were soaked in sump oil then dried 

out. Its surface is shot through with strange 
symbols that seem to lie under the surface 
of the fabric itself, and twitch and writhe in 
the candle light. A successful Anthropology 
identifies the symbols are similar to early 
hieroglyphs but in a language unknown. 


» Тһе Fez also emits a low hum. Bending 
closer someone can hear a strange sibilant 
whispering, speaking utterly alien syllables 
which very clearly seems to be coming 
from under the hat. Hearing this requires 
a Sanity roll for 1/1D4 Sanity points. 
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> Touching the Fez causes intense nausea 


(make a Constitution roll or be overcome) 
and the immediate loss of 1D6 magic 
points. Disturbing images flicker 

beyond the investigator's perception. 


ЗАМАМАМАМАМАМАМАМАМАМАМАМАМА 
New Spell: 
ARREST FEZ DECLINE 


Cost: 5 POW 
Casting time: 1 minute 


This short mantra arrests the usual process of the 
Fez for 24 hours by sacrificing a small amount of life 
force directly to the hungry Fez. Five points of POW 
are lost. It can be cast by the wearer, and can also 
be applied to others by touching their Fez. Once the 
sacrifice is made, the wearer suffers no further ill ef- 
fects from the Fez that day, but remains at the same 
stage of degeneration. 


NAA NA ANA UA AA ANA ANA UA 
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THE THING THAT WAS MATTHEW POOK 


Once the investigators have had a chance to ex- 
amine the Fez, the man on the bed suddenly 
utters a tortured shriek. His body heaves, he 
gives a horrid death rattle, and dies. The in- 
stant he stops breathing the Fez drops off his 
head and rolls onto the floor. Nothing lies be- 
neath it. An indented ring of raw flesh parting 
the man's hair is the only sign the thing was 
affixed to him. The Fez stops emitting any 
sounds. Dr. Niels Hobbs leans over the man 
to check that he is dead. Instantly candles go 
out, as if a great shadow rears up and plunges 
the room into darkness. Hobbs shrieks as he is 
grabbed by the dead man who bites down into 
the doctor's face. 

The student has risen as an Undead Servi- 
tor of the Blood Red Fez (see statistics at end 
of adventure). The flesh ring around the head 
of the creature swells and elongates up until it 
is now in the shape of a fez, pulling the flesh of 
the face as it does, so the features become dis- 
tended as though being pulled into a perpetu- 
al scream. The tongue rolls out of the mouth 
and hangs down as long as a necktie. Its end is 
frayed into sharpened barbs, so that is bears a 
strange resemblance to the fez's tassel. 

The creature will kill everything living it can 
until destroyed. The investigators must fight it 
alone; Smith is unarmed, and immediately re- 
treats down the stairs. 


HANDLING THE FEZ 


Once the Thing That Was Matthew Pook is 
destroyed, the Fez is still intact. Smith cries, 
“Destroy the Fez!” However any attempts fail 
(see boxed text on previous page), even burn- 
ing the entire room. Picking up the Fez gives 
one a mildly queasy feeling but does not elicit 
any of the responses that took effect while it 
was on the man's head. If anyone is foolish 
enough to put on the Blood Red Fez after what 
they have witnessed, see the boxed text. 


AFTER THE ATTACK 


After the attack Smith feels bad that he put the 
investigators in such danger and agrees to take 


Horror on the Orient Express 


THROUGH THE ALPS 


the Fez and handle the police and ambulance 
coming for the corpse and any survivors re- 
spectively. Keepers may decide if Dr. Hobbs 
is killed or not. If he lives he requires medi- 
cal treatment. Severely shocked and horribly 
disfigured, he wants nothing more to do with 
the investigators or Professor Smith. Smith 
urges the investigators to come to his club, 
The Oriental Club, the following day where he 
can explain to them what he knows and then 
they can consider options. If anyone is afraid o 
Smith taking the Fez home alone, he will read- 
ily agree, with some relief, to have them stay 
over in his home in St. John's Wood. 

Staying with the Fez overnight is unnerv- 
ing. Mysterious fez-wearing figures will prowl 
around the house and the Fez constantly whis- 
pers. At the keeper' discretion investigators 
may also suffer bad dreams. Smith is up ear- 
ly the next morning to send several telegrams, 
and soon receives a response. He saves the dis- 
cussion for the Oriental Club, below. 


THE ORIENTAL CLuB 


Smith’s club is the famous Oriental Club. See 
the nearby description of this famous estab- 
lishment. 


ARRIVING AT THE CLUB 


Smith asked the investigators to meet him at his 
club the next morning (Monday). If they are 
staying with him, he takes them there directly. 

If there are women investigators Smith will 
take them to a nearby cafe where they can talk. 
If they are all male, they are ushered into a pri- 
vate room. Smith looks tired and shaken from 
his experiences of the night before. He has a 
sheaf of telegrams on the table in front of him 
and a chocolate and peppermint striped hatbox 
from his student days in which he is keeping the 
Blood Red Fez. 


SMITH’S REQUEST 


Professor Smith explains he has been in contact 
with Professor Demir in Constantinople, who 
has confirmed that the doomed student was 


NAA ANA NA ANA AAA Me WA Ae WM 


Fez Degeneration 


DAY ONE: WHISPERS AND MADNESS 


Тһе wearer cannot remove the Fez which whispers con- 
stantly directly into his or her mind. Others can hear 
the whispers, which seem to come from under the Fez. 
Тһе Fez takes a notable physical toll on the wearer. Lose 
10 APP and 5 CON per day of wearing. The wearer's 
shadow becomes grotesque and distended, especially 
the Fez. 


Sanity loss for the wearer is 1/1D6 Sanity points. 


DAY TWO: SHADOWS OF THE FEZ 


The Fez wearer unwillingly creates 103 Shadow Spawn 
of the Blood Red Fez (see the Statistics section). These 
roam about the vicinity of the wearer during the hours 
of darkness and attack if provoked. Sedating the wearer 
will stop the creatures. 


Sanity loss for the wearer is 1D3/1D8 Sanity points. 


DAY THREE: SERVANT OF THE BLOOD 
RED FEZ 


The Fez wearer becomes a mindless thrall to the Fez and 
utterly at the whim of the controller. If there is no con- 
troller the wearer attacks anyone who makes eye con- 
tact or speaks to him or her. APP drops to 5. Double the 
Fez wearer's STR and CON and refigure Hit Points and 
Damage Bonus accordingly. 


Sanity loss for the wearer is 1D4/1D10 Sanity points. 


DAY FOUR: DEATH AND BEYOND 


The Fez wearer dies a horrible shrieking death at mid- 
night. The Fez drops off the wearer's head at last. Within 
1D10 rounds the wearer arises as a Fez Zombie. Shadows 
rise in the area blotting out all light. (For write up on 
Undead Servitors of the Fez, see the Statistics section.) 


МаАМАМАШАМШАШАМШАМАМАМАШАШАШАШАМАШАШАМАМШАШАМШАШАШАШАШАМАШАШАШАШ 
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Matthew Pook. Smith shows the investigators 
the telegrams (Gaslight Handout #2). 

Smith then explains that he sent Demir a 
telegram after finding Pook, and has received 
an immediate response (Gaslight Handout #3). 


JOURNEY PROPOSAL 


Smith trusts Professor Demir implicitly, as the 
man has already saved his life once. The Fez 
must be taken to Constantinople at once, espe- 
cially while the enemy is still in London. Smith 
himself dares not go east again. He confesses he 
fell afoul of a ruthless group led by the dreadful 
Selim Makryat who was creating a cult around 
himself in Turkey. Smith opposed him and now 
knows from Demir that to venture east again 
would mean his death. He implores the investi- 
gators to help. 


NAA AN AN AA AAA AAA AA 
About the Oriental Club 


The Oriental Club was founded in 1824. The club is 
open to noblemen or gentlemen who have travelled 
or resided in Asia, Egypt, South Africa, Mauritius, or 
Constantinople, or who have worked for the govern- 
ment on behalf of the Eastern empire. Entrance fee 
is £31, subscription £8.8s. The club is at 18 Hanover 
Square and has no windows above the first floor. It 
is decorated inside with portraits of those famous 
in the East, such as Clive of India. Its symbol is the 
Indian elephant. The club library boasts over 4,000 
volumes on Oriental topics. The club is very sedate 
and conservative. Investigators of the lower orders, 
or who are women, will not be admitted and even 
those who have the required gender and status will 
be expected to comport themselves as gentlemen. 
For members it is an excellent resource for gaining 
contacts and information regarding the East. (For 
more about London's club life see Cthulhu by Gas- 
light 3rd ed. pp. 76-77). 


1920s: The club is also going strong and at the same 
address. 


Modern Era: The current club is at Stratford House 
in Stratford Place, and has a website. Women have 
been welcomed as members since 2010. 


NA NAA NASA NAA NAA UN 
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GASLIGHT HANDOUT 22 


Proressor Demin’s Fins 
“TELEGRAM 


INITIAL TELEGRAM FROM DEMIR 


TO SMITH 

HAVE BEEN KEEPING TABS ON CULT 
ACTIVITY STOP A MAN NAMED MEN- 
KAPH HAS COME INTO POSSESSION OF A 
TERRIBLE ITEM KNOWN AS THE BLOOD 
RED FEZ STOP HE IS TRAVELING TO ENG- 
LAND ON SOME MYSTERIOUS PURPOSE 
STOP ONE OF MY STUDENTS BASED IN 
LONDON HAS VOLUNTEERED TO FOL- 
LOW HIM AND REPORT END MESSAGE 


TELEGRAM FROM DEMIR TO 


SMITH FRIDAY 

MY STUDENT POOK HAS ELECTED TO 
TRY AND STEAL THE FEZ STOP I HAVE 
WARNED HIM MENKAPH IS DANGEROUS 
BUT HE WILL NOT LISTEN STOP I FEAR 
FOR HIS SAFETY STOP HE HAS YOUR AD- 
DRESS IN LONDON STOP PLEASE AID HIM 
IF YOU CAN END MESSAGE 


The fastest travel method is the Orient Ex- 
press. Even a ship cannot guarantee to outpace 
its three day journey across all of Europe. How- 
ever the Orient Express is very costly. To this end 
Smith has engaged the help of a wealthy Austrian 
ally, Baron von Hofler, him- 
self a noted occultist. Von , 
Hofler will cover all the 
expenses of the trip and 
further will meet the in- 
vestigators in Vienna 
and travel with them 
to Constantinople. 
Von Hofler also 
believes he has in- 
formation on the 
Fez that will prove 
invaluable. Smith 
speaks very well of 
him as a fighter of evil. 


Baron von Hofler 
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GASLIGHT HANDOUT £23 


Proressor Demir’s RECENT 
“TELEGRAM 


TELEGRAM FROM DEMIR TO 
SMITH MONDAY 


FEZ IS VERY DANGEROUS STOP IM- ! 
i — POSSIBLE TO DESTROY STOP ON МО AC- ! 
! COUNT WEAR IT STOP HAVE TRUSTED! 
! — ALLIES BRING IT BY ALL SPEED TO CON- ! 
' — STANTINOPLE STOP WILL USE WHAT | 
! 4 KNOWLEDGE I HAVE TO DESTROY IT ү! 
! | STOP WARN THEM IN NO UNCERTAIN | ! 
· || TERMS THEIR LIVES MAY BE AT PERIL || : 
! \\ STOP I WILL MEET THEM АТ SIRKECI STA- (Д ' 
! фу) TION END MESSAGE і 


Smith and Von Hofler have agreed to secure 
tickets on the very next Orient Express service, 
leaving Paris Wednesday night. The investiga- 
tors would take the connection from London 
on Wednesday morning that goes via Calais 
and arrives around 10:00 P.M. to meet the Ori- 
ent Express out of Paris at the French town of 
Chálons-sur-Marne. 

Smith concludes that the cultists ran when 
they knew the police were coming but did not 
have the wherewithal to remove the Blood Red 
Fez from the student's head. He suspects they 
are still out there and will want back the Fez, 
which must be guarded. 

He has an original address for Matthew 
Pook in Lambeth, and is going there this after- 
noon to see if he can find details of next of kin 
to inform of the young man's death. 


LONDON INVESTIGATIONS 


Investigators may look into a number of avenues 
in London between their meeting with Smith 
on Monday and their departure on the Orient 
Express on Wednesday. During this period suc- 
cessful Spot Hidden rolls will reveal fez-wearing 
individuals following them, who will flee if ap- 
proached. A second Spot Hidden confirms that 


Book 2 


the fezzes these individuals are wearing are nor- 
mal (at this stage the players should have little 
reason to suspect there is more than one Blood 
Red Fez). 


TELEGRAPHING DEMIR 


If investigators wish they may telegraph Demir 
in Constantinople. He wishes to be helpful but 
there is little information he will commit to 
telegraph. Keepers can provide safe answers as 
appropriate. 


RESEARCHING THE FEZ 


The Blood Red Fez can be researched in the 
British Museum Library or at the Oriental Club. 
When investigators research the Fez they 
are essentially assembling their own copy of 
a Mythos tome, Apocrypha of the Fez. This re- 
quires at least a day of research and reading in 
an impeccable collection and a successful Li- 
brary Use roll coupled with a roll in Arabic, 
Turkish or Persian. Once they succeed, give 
them Gaslight Handout #4 (following page). 


NAA ТА ANA ANA ANA ТАҒА ТАҒА /А 


Къ» Mulhos Ime 
Apocrypha di the P 


Persian, Arabic and Turkish, author unknown 


This is not a single book but refers to any collection 
of writings, mostly in old manuscripts, but some ex- 
tracts from modern books, detailing the history of 
the Blood Red Fez and its general purpose. It con- 
tents are usually in Middle Eastern languages, espe- 
cially Turkish, Persian (the courtly language of the 
Ottomans) and Arabic. 

* Sanity loss: 104 

* Cthulhu Mythos: +2 percentiles 

* Mythos Rating: 12 

* Study: 2 weeks 


* Spell: Arrest Fez Decline (see un- 
der The Blood Red Fez, p. 54). 


NAA UA ANANAS A ANA ANA A 
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THE WHISPERING FEZ 


No copy of the book The Whispering Fez can 
be found in London. A successful Library Use 
identifies it as appearing in the Ottoman Em- 
pire in 1800, but it was soon suppressed. Copies 
are known to turn up at auctions. 


THe WHITECHAPEL GARRET 


The garret where the student was found is 
a small room let to the impoverished by its 
landlady Mrs. Grim. Mrs. Grim is somewhat 
sly but considers herself respectable, and is 
appalled at the uses to which Menkaph and 
his cronies have put what it pleases her to call 
her generosity. She knows him by the name of 
Mister Leeds. 

Leeds (Menkaph) vacated hastily when the 
police were called and has left behind some po- 
tentially interesting items, revealed by a close 
search in daylight and a successful Spot Hid- 
den for each one. 


> Screwed-up translation notes: These look 
similar to the glyphs on the Fez. Only 
two phrases have been translated, ‘rising 
from the past’ and ‘dominion over all’. 


> А notepad with an impression of writing 
on it: A pencil scrubbed across the pad 
will produce a rubbing. It is an address 
in Shoreditch. The address is that of 
Bentley Burnham, but the note contains 
no name or other context to reveal this. 

> Some ferry ticket stubs: These аге 
Turkish and cover nine trips from 
Constantinople to the nearby Princes’ 
Islands, all in the previous month. 


THe Fez СОШЕСТОВ'5 Murper 


The murder of the fez collector Joshua Devore 
is widely reported in last week’s newspapers, 
and still a matter of some discussion. Investi- 
gators can learn of it if they check the papers, 
and there is a reference to it in Matthew Pook’s 
diary. Smith might also mention it. When the 
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GASLIGHT HANDOUT #4 


EXTRACTS FROM THE 
ANPOCRYPHA OF THE FEZ 


ON THE HISTORY 
OF THE BLOOD RED FEZ 


“The Blood Red Fez was ever an evil thing, 
made in the name of unspeakable powers, 
powers so awful no sane man would even set 
down their names. First the Fez was spoken of 
in the Ottoman Courts around 1550 but some 
suggest it is older than that, dating back to an- 
cient Greece. It was said to have the power to 
control men’s minds and destinies in thrall to 
some ancient evil, old before time.” 


ON REWARDS 
“Drinking, bathing in, or simply spilling the i 
і blood of a Prince while wearing the Fez is said 
| by some to bring Princely favors of the Dark ! 
i Gods, and by others to be the key to immortal- і 
| ity. But such dark entities may view their prin- 0 
і cipalities differently to our own. “ 


A WARNING 


"Pay heed to this warning: that wearing this 
abomination called The Blood Red Fez will 
bring calamitous ruin upon one, as one renders 
up one's soul and one's mind to the unearthly 
will of the Fez and its terrible masters. Only 
those most skilled in the ways of the dark arts 
can hope to survive such a thing, and for them, 
perhaps, the price is even more terrible. It is pos- 
sible to control the Fez and even halt its terrible 
purpose. Seekers after dark knowledge should 
consult the book, The Whispering Fez.” 


investigators find the newspaper article, hand 
over Gaslight Handout #5. 


SEARCHING THE HOUSE 


Investigators can go to the address in Rother- 
hithe and investigate. The house is a small 
one-bedroom cottage. It is locked up and with 
a constable on guard, but Fast Talk on the po- 
liceman or neighbors will gain access. Stealth 


and Locksmith can be used to gain entry via 
the back door. 
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GASLIGHT HANDOUT £5 


NEWSPAPER ARTICLE FROM 
LONDON TIMES 


The Rotherhithe Fez 


Murder. 


Cowardly Killing Of Elderly Fez 
Collector. 
Criminal Gang Still at Large 


1 1 
1 1 
1 1 
1 1 
1 1 
| 
I 1 
I 1 
| 
1 1 
1 І 
1 І 
1 1 
1 1 
1 1 
| 
I 1 
і i 
1 Last Thursday night elderly fez collector Mr. | 
| Joshua Devore, aged 70, of No. 3 Blithering | 
1 1 
| Lane, Rotherhithe, was murdered during what | 
i police say was a burglary of his Rotherhithe i 
н residence. Described as eccentric but 
| essentially harmless, Mr. Devore was brutally | 
‚ bashed to death with a blunt instrument апа 1 
his house ransacked. 
| Mr. Devore was noted for his collection | 
н of fezzes from all over the world, as well as | 
р fez-related literature and memorabilia. No р 
|... fezzes appeared to be stolen from Мг. Devores — i 
! extensive collection of that particular headware. 
| А glass case containing examples of fez | 
' — literature in rare books and manuscripts was т 
! overturned and smashed. Police suspect the | 
І damage was done іп a mad search for money | 
і by the perpetrators. Inspector Kendall of 
! Scotland Yard believes it is the work of a local ! 
‚ burglar gang terrorizing the vicinity. “These 1 
I 1 
| rogues are getting bolder. It was only a matter ! 
: of time before someone was done to death." | 
| The Inspector assured the Times reporter that 
| the gang would be apprehended and feel the | 
i full measure of the law. Rotherhithe residents І 
I 1 
' are urged to secure their premises at night and 
i to take appropriate precautions towards their | 
! |\\ persons. i 
i і 
1 1 
1 1 
1 1 


The interior of the house has been ran- 
sacked. There are fezzes scattered everywhere, 
and a smashed cabinet in the living room. The 
body was found in the study, and there is still a 
foul stain on the floor near the desk. 

Devore’s desk, a Rand-Leopold roll-top 
number in dark wood, contains two clues. Spot 
Hidden rolls or judicious searching will uncov- 
er a Ledger and a Letter: 


Dool 2 


> Letter: from a Mister Leeds in Pera, 
Constantinople, offering the princely sum 
of 100 pounds sterling for the book The 
Whispering Fez which he understands has 
recently come into Mr. Devore's possession. 
No envelope or address can be found. 
The letter is dated two weeks previous. 


> Ledger: Fez and book collection noted for 
insurance purposes. Successful Accounting 
locates a book The Whispering Fez, which 
seemed to be part of a job lot from an 
auction house and was valued at 25 pounds 
for its antiquity and rarity. If investigators 
take the time they can see that no fez was 
stolen from Devore, only the book appears 
to be gone. This takes a few solid hours 
of checking and free access to the house. 


NAA AN ANAND AN ANA AAA A 
Bentley Burnham 


Burnham is a blackmailer who also works as a kind 
of enquiry agent for the underworld. He was hired by 
Menkaph to watch the garret to see if anyone comes 
sniffing around, and to clean up after him. He is a 
sadist. Не is intelligent and prides himself in a ‘job 
well done: He is also extremely adept at finding an 
angle in any situation that he can exploit for his bet- 
terment. He has no compunction in doing harm to 
people but prefers psychological torture, his favorite 
victims being women or the young. He is a physical 
coward and even though he goes armed, he prefers 
to avoid conflict until he is supported by thugs. He 
has good contacts in London, Paris, and Stuttgart 
and can elicit help in any of these cities. He regularly 
passes himself off as a member of the Press, work- 
ing for the Birmingham Daily Post, a regional news- 
paper and thus harder to check on his credentials. 
His forged press pass and identification in his own 
name are first rate. Anyone with underworld con- 
tacts making Know or Persuade rolls could establish 
the above as his reputation among the criminal class. 


Once Burnham has ascertained the investigator's in- 
terest, he telegraphs Menkaph who by now has fled 
to Paris. Burnham's brief from Menkaph is to stay on 
the investigators and continue to report until he can 
divulge their precise plans. 


NA NAA NAA ANANAS ANA A 
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THe SrupENT's LODGINGS 


Matthew Pook kept a modest flat in Lambeth 
and worked out of the British Museum Library. 
Professor Smith has the address, courtesy of 
Professor Demir. 

The flat is one of eight in a narrow build- 
ing. The building has a caretaker, Josiah Griggs, 
who lives in the ground floor flat with a sign 
CARETAKER on its door. He allows the inves- 
tigators to search the room if they agree to pay 
the student’s outstanding debts of 5 pounds. 
He calls the police if the investigators break in. 


MONDAY VISIT 


Smith goes to the flat on Monday afternoon 
if the investigators do not. In that case he will 
present the journal handout to the investigators 
before they leave London. 


TUESDAY VISIT 


If anyone goes on Tuesday they will encounter 
Bentley Burnham, alone, carefully breaking in 
and searching the room. If confronted he will 
try and pass himself as a reporter. Being alone 
he will be unlikely to resort to violence, though 
if he becomes panicked he may shoot. Stealth 
rolls can be used to follow him back to his 
Shoreditch apartment. 


SEARCHING THE LODGINGS 


Pook lived in a single room, piled with pa- 
pers and notes. Letters from his parents can be 
found—Smith promises to contact them with 
the sad news. Buried in all this and excavated 
with a successful Spot Hidden or Library Use is 
Pook’s journal (Gaslight Handout #6). 


RESEARCHING THE ALLIES 


Investigators may wish to know more about 
their erstwhile allies, Professor Demir and 
Baron Von Hofler. Those making an Occult 
roll (or Know roll for those with an academic 
background) have heard a little about each 
individual, summarized below under Initial 
Knowledge. Smith can also provide this, since 
he is proud of his association with both men. 
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GASLIGHT HANDOUT #6 


EXCERPTS FROM THE JOURNAL OF 


Маттнғу Pook 


Excerpt One: Menkaph has a powerful influence 
on the gullible. He carries the Blood Red Fez that 
Professor Demir described in a nondescript hat 
box of dirty brown. Neither he nor his minions 
seem willing to touch it. 


Excerpt Two: My researches at the British Mu- 
seum Library have called me away from time to 
time, but my regular checks on Menkaph and 
his minions reveal things are unchanged. They 
are staking out a house in 3 Blithering Lane in 
Rotherhithe. I have asked around and learned 
a fez collector lives there! Professor Demir says 
I should be cautious, but I easily outwitted the 
clods Menkaph has guarding the place. I am con- 
fident none saw me. 


Excerpt Three: Menkaph plans to depart soon 
on the Orient Express back to Constantinople. I 
saw him purchase tickets for he and his follow- 
ers though could not tell when they intended 
to travel. There seems to be something else he 
wants before he can leave London. It could not 
be the Fez, since he came to London with it. 


Excerpt Four: I have decided to steal the Fez 
from under Menkaph's nose. While he is busy 
in Rotherhithe I shall break into his room and 
steal the Blood Red Fez itself! With this as my 
prize I can speed back to Constantinople and 
hand it over to Professor Demir. Imagine the 
look on his face! 


Further digging can be done with success- 
ful Persuade rolls on known occultists or ex- 
perts to get them to talk. At the keeper's op- 
tion, Randolph Alexis (the occultist from the 
optional scenario “Тһе Doom Train”) might 
be one such consultant. 


PROFESSOR DEMIR 


Initial Knowledge: Demir is trained as an an- 
thropologist both in Turkey but also in Greece 
and London. He also has an interest in magical 
belief and has written extensively on the subject 
of cults and outré religions and is well respected 
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Children of the Blood Red Fez 


THE CULTIST'S TIMETABLE 


The cultists have a set timetable for their nefarious ac- 
tivities. Investigators may thwart this with their own ac- 
tions, in which case the cultists will try to get back on 
schedule. The cult has no ‘stars are right’ need to time 
the sacrifice beyond needing two Fezzes and the knowl- 
edge from The Whispering Fez. Keepers should use the 
initial timetable as a guide, if things shift to different 
dates. 


Thursday night: Theft of The Whispering Fez and mur- 
der of Joshua Devore. Menkaph begins studying the 
book. 


Friday: Cultists capture Matthew Pook and fit him with 
the Blood Red Fez. Menkaph uses him to understand 
more about the Fez and its properties. Over the next 
three days he spawns three new Fezzes, using the stu- 
dent's POW. 


Sunday night: Pook is left to die by the cultists. In a 
final moment of lucidity he sends for Professor Smith. 
Тһе cultists watch the house to see who comes. 


Monday: The cultists remain in London. Menkaph 
hires Burnham on Monday morning, and describes the 
investigators and Smith. 


Tuesday: Menkaph leaves for Paris on Tuesday's Le 
Train Bleu, leaving Burnham to spy for him. Menkaph 
spends Tuesday night in Paris at the Hotel Meurice, 
reading The Whispering Fez. He meets with the Myers 
whom he has groomed earlier, and convinces Scott My- 
ers to don the Blood Red Fez, allowing Menkaph to cre- 
ate a new Fez. Myers is used as a slave to stop other Fez 
wearers from deteriorating. 


Wednesday: The investigators probably leave for 
France this morning, joining the Express at Chálons- 
sur-Marne at 10:26 P.M. that night. Burnham makes 


the same journey. Menkaph and the cultists depart Par- 
is at 7:30 P.M. Menkaph now wears a Fez and controls 
all other Fezzes, and a cultist in Sleeping Car Two also 
wears a Fez. 


Thursday: Another cultist in Sleeping Car Two now 
wears a Blood Red Fez also. 


Friday: The rest of the cult in Constantinople receives 
instructions by telegraph. They attack Professor Demir 
and kidnap his son as insurance against the activities of 
the investigators. 


Saturday: The Orient Express arrives in Constantino- 
ple. If the investigators have not stopped them, Men- 
kaph or one of his cultists delivers the Fez and book to 
Nisra the Daughter of Fate on Princes' Islands. 


Sunday and beyond: Nisra and the cult stage a kidnap 
exchange that night to get rid of Demir's allies and get 
the Fez and the book if they have lost them. Twenty- 
four hours after Nisra gets the book she can conduct 
the ritual, provided she has a Fez. 


WHAT THE CULTISTS WANT 


The cultists have four goals: 

1. Own at least two Blood Red Fezzes. The Control Fez 
will be worn by a cultist, presumably Menkaph. At least 
one will be worn by a dupe to feed power to the con- 


troller. If the cult only has one Fez they will use it to 
spawn another. 


2. Possess the book The Whispering Fez. 
3. Get to Constantinople. 


4. Sacrifice the Prince using at least two Fezzes and The 
Whispering Fez. 


МаАМАШАШАМШАШАМШАШАШАМАШАШАШАМШАМШАШАМШАШАМАШАМШАМАШАШАШАШАШАШАШд\ 


in his field. He is a Muslim and is married with 
two sons and a daughter. He is in his mid fifties. 


Further Information: Professor Demir is held 
in good standing at the Oriental Club and any 
number of testimonials can be offered there. 
These establish him as an upright and learned 
man committed to good causes. He is also an 
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ally of the Ottoman court and has littletime for 
those who would oppose it politically. 


BARON VON HOFLER 


Initial Knowledge: The Baron is mysterious. 
He is a noted occultist but also а wealthy and 
powerful man in his native Austria, being part 
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of the Austrian nobility. He does not publish 
but is known for readily helping those who are 
interested in the area of the occult, including 
hosting them at his estate outside of Vienna 
and giving access to his private library. He 
also has a reputation for generosity, and of- 
ten underwrites the activities of other scholars 
through his vast wealth. 


Further Digging: The Baron is respected 
for his knowledge and determination but 15 
known to be a difficult person who does not 
suffer fools. There is also a suggestion that he 
has let his personal magnetism and trappings 
of power go too far. Something close to a cult 
is currently forming around him. Despite this, 
no-one has accused the Baron of anything out- 
wardly wrong. 


THe SHOREDITCH ADDRESS 


Victorian Shoreditch is known for its squa- 
lor. The address in Shoreditch is for a shabby 
second floor apartment overlooking a reeking 
slum alley. This is the current, but not only, 
address of Bentley Burnham. (For more about 
Burnham see the boxed text, p. 59). 

The investigators may corner Burnham 
in his Shoreditch rooms. He will certainly be 
alarmed if the investigators arrive at his house, 
but will claim he was working on a story and 
hoped to hire Matthew Pook to help him with 
his research. If the investigators threaten force, 
he will bargain for his safety with informa- 
tion. He confesses that he is working for a man 
named Menkaph, who has left London. He 
gives up Menkaph’s whereabouts in Paris at 
the luxury Hotel Meurice on the Seine, about 
a half-an-hour coach ride from the Gare de 
l'Est station. 

Burnham intends to take the Orient Express 
on Wednesday to give Menkaph his report. 


PREPARING FOR THE ‘TRIP 


The investigators should prepare for their 
trip to Constantinople. The Baron has wired 
money to Smith so that they can secure tickets 


62 


on the Orient Express. Smith can also contact 
the Turkish embassy on their behalf to secure 
travel visas for Constantinople. If investiga- 
tors lack passports or visas or other impedi- 
ments, the Baron pulls strings from Vienna to 
have everything smoothly provided before the 
departure. See also the Gaslight on the Orient 
Express source material on page 83 for more 
information on preparation for travelling on 
the Orient Express. 


The Journey 


LONDON TO CHALONS~SUR~MIARNE 


The investigators depart London’s Victoria Sta- 
tion at 10:00 A.M. on the morning of their Ori- 
ent Express connection. They make a pleasant 
journey out of the city and through the country- 
side of Kent to Dover, where a steamer awaits to 


NAA UA ANA ANA ANA AAA ANA 
What if the Investigators 
Take a Later Train? 


m 


It is possible the inves- 
tigators decide to get 
the following Satur- 
day's Orient Express, 
not the Wednesday 
one, and spend days 
in Paris and London 
covering every possible 
loose end and dining 
richly on lashings of 
red herring. To make 
certain cultists and in- 
vestigators are on the 
same train, keepers should allow that Menkaph has 
decided the investigators pose a significant enough 
threat to delay his trip and kill them on the train. In 
this instance the actions of the enemy on the train 
are more direct and immediate in trying to elimi- 
nate the investigators. Such is the price of tardiness. 


NAA NA ANA UA AA AA ANA AN 
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take them across the Channel to Calais. They ar- 
rive in Calais at 1:40 P.M. and after a short after- 
noon stay take a connecting service from Calais 
to Chálons-sur-Marne where they will join the 
Orient Express that evening at 10:26 P.M., three 
hours after the Orient Express departs Paris. 


BURNHAM ON BOARD 


The trip from London is uneventful save for one 
critical thing: the presence of Bentley Burnham. 
He is shadowing the investigators and intends 
to board the Orient Express with them, report 
to Menkaph on the train overnight, and disem- 
bark at Stuttgart in the morning. He keeps a dis- 
creet distance from the investigators as much as 
he can when they are sharing trains and steam- 
ers. If they confront him, either for following 
them or because they have encountered him 
earlier, he puts on a bland facade and proffers 
his journalist credentials. He claims to be on 
the way to Stuttgart to cover a story about the 
German Empire conducting espionage against 
Great Britain. His story is plausible, if unlikely. 


CHÁLONS-SUR-MARNE 


Investigators dine on the Calais-Chálons coach, 
so by the time they board the Orient Express 
that night the staff will get them onto the train 
as quickly as possible and settle them into their 
sleeping compartments. The Wagon-Lits staff 
assists the porters of Chalons-sur-Marne in 
quickly sorting investigator luggage. The in- 
vestigators are the only ones joining the Con- 
stantinople car at this stop, so they alone join 
Sleeping Car One. Bentley Burnham is stay- 
ing in Sleeping Car Two, since he is getting off 
sooner than Constantinople. (At the keeper's 
discretion they could elect to have one or more 
of the British NPC passengers journey with the 
investigators from Гопдоп— 15 does not in- 
clude the Myers, who are already in Paris). 


ON Водар THE Orient Express 


See the Gaslight on the Orient Express section 
on page 83 for more details on the train. 

Daily events are listed after the passenger 
list. The train ‘days’ are counted until midnight, 
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when the next day begins. Use this to sync the 
degeneration brought on by the Blood Red Fez. 
The timetable gives the times of the Ori- 
ent Express’ arrival at key stops along the line. 
A major incident may delay the train, but if the 
Chef de Train can present an obvious solution 
to local officials and have them remove bod- 
ies and blatant evildoers promptly and without 
fuss, he will. (Agatha Christie’s Murder on the 
Orient Express is the classic example of this). 


SLEEPING CAR One: Paris TO 
CONSTANTINOPLE 


The following people are on board the Sleep- 
ing Car One, a through car from Paris to Con- 
stantinople. 

Note that true cars of the era could carry 
twenty passengers, but this has been changed so 
that keepers and players can take advantage of 
the train plans provided. The Sleeping Car has 
been arranged for a party of six investigators and 
10 other passengers. If there are less than six in- 
vestigators, use the pre-generated ones to make 
up the numbers. Note for uneven numbers a 
man and woman who are strangers to each oth- 
er will never be asked to share a compartment. 


HENRI PEETERS, CONDUCTEUR 


The conducteur on the Constantinople car is 
Henri Peeters, a rail-thin dark haired Belgian in 
an impeccable uniform. Henri is very friendly 
and will help the investigators. His greeting is 
always: “Henri is here. How may I help you?” 


МАММА AANUA NUN AN AAA 


Henri in the Dreamlands 


А few years after this 1893 journey, Henri dies trag- 
ically but heroically of burns sustained while sav- 
ing several passengers. But, he lives on in dreams, 
and recreates his beloved train as the Dreamlands 
Express. The 1923 investigators may meet Henri in 
the Dreamlands, where they may recognize him by 
his customary greeting, “Henri is here.” 


NA ANA ANA ANA NAA ANA ANA 
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He is thoroughly unflappable in the best Wag- 
ons-Lits style. Henri has already taken a dislike 
to Menkaph when he boarded in Paris, because 
the man is uncouth and taking inappropriate 
interest in Mrs. Myers while her husband 15 
clearly sick. He will, for a tastefully offered gra- 
tuity, offer some service even beyond the norm. 


(p DousLE COMPARTMENT 
(ТОР or CARRIAGE): Two INVESTIGATORS 


Twin berth compartment with two investigators. 


(9) DousBLE COMPARTMENT: 


Two INVESTIGATORS 


Twin berth compartment with two investigators. 
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(3) DouBLE COMPARTMENT: 
Two INVESTIGATORS 


Twin berth compartment with two investigators. 


(4) Поим Е COMPARTMENT: 
Miss MAcGREGOR AND Miss MINKOFF 


AILEEN MACGREGOR, AGE 27, SCOTTISH 
REPORTER FOR THE WOMAN’S HERALD 


Macgregor is a Christian suffragette and re- 
porter for the Woman's Herald. She is interest- 
ed in international issues and is independently 
wealthy, and thus funding a fact finding mission 
to the Ottoman Empire. The British (and later 
the Americans) are especially intrigued with the 
‘Armenian Question’ in the Ottoman Empire, 
especially the fate of Armenians as 
Christians within a Muslim Em- 
pire. Aileen is also interested in 
the lot of women there. Armenian 
nationalists are agitating to break 
away from the Empire and politi- 
cal, religious, and ethnic tensions 
are high. There have been armed 
clashes between Armenians and 
their Muslim neighbors. This will 
soon erupt in bloodshed and mas- 
sacre, but for the time being things 
are merely simmering with the 
odd outbreak of violence and ru- 
mors of rebellion. Aileen intends 
to go to the Ottoman court to find 
answers to their approach, then 
to travel in Armenia. Macgregor 
is an intense but pleasant woman 
and comes from a well-off Low- 
lands family, hence her capacity to 
travel on the Orient Express. She 
is keen to get to her story fast. She 
has travelled for pleasure before 
in the east and knows Constan- 
tinople well and might serve as a 
useful ally. 
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KARLA MINKOFE AGE 34, RUSSIAN 
COMPANION 


Karla Minkoff is the companion of Countess 
Irina Razumosky (p. 66). She was hired by the 
Count but her first loyalty is to her mistress, 
including keeping secret the Countess' affairs. 
Among her skills are first aid and accomplished 
hand-to-hand abilities. Karla has no sympathies 
for anarchists or other political revolutionaries 
and is indifferent to politics. She is thoroughly 
practical. Investigators could do worse than seek 
her out if they are injured. She will help in a cri- 
sis provided it does not endanger her mistress. 


(5) Бооз Е COMPARTMENT: EGOROV AND 
КАРОК 


EGOROV AGE 39, COUNTERFEIT 
SERVANT AND CZARIST SPY 


A thin man largely bald with just a few small 
tufts of grey hair over his ears, and grayish white 
skin, Egorov is stooped, silent and implacable, 
but always polite and obedient. Egorov is osten- 
sibly the Count's servant but is only recently in 
the Count's employ. He is a Czarist spy and has 
a tattoo of a bear on his forearm. He plans to 
use the Count's trip to Constantinople as cover 
to assassinate one of the Ottoman Sultan's advi- 
sors, Vizier Sehdi Bey, who is notably anti- Rus- 
sian. He has a dossier on Sehdi Bey and details 
of his movements, and a thousand pounds in 
rubles and Turkish lira. Investigators may find 
him a potential ally if he believes the Count is in 
danger (he cares a lot less about the fate of the 
Countess). If they uncover his true purpose they 
may find his intentions despicable enough to 
make him an enemy. He prefers quiet murder: 
strangulation or poison. He is very dangerous. 


КАРОК, AGE 42, 
LOYAL SERVANT OF MENKAPH 


Tall and wiry and taciturn, Kapok is silent and 
docile, awaiting his master's orders to strike. He 
has two other colleagues, both wearing fezzes, 
in the next carriage. If needed he will don the 
Blood Red Fez himself. Menkaph has given him 
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enough knowledge to control the Fez in case 
Kapok should need to take over. 


(6) DouBLE COMPARTMENT: 
Mr. AND Mrs. Scott Myers 


Menkaph and Kapok are often in this compart- 
ment watching over the Myers. At meal times, 
Scott Myers is in here alone, guarded by a Shad- 
ow Spawn of the Blood Red Fez (see statistics). 
The Shadow Spawn shrouds the compartment 
in darkness. The book The Whispering Fez is 
kept in this compartment, and is currently un- 
der Myers’ pillow. 


SCOTT MYERS, AGE 22, ENGLISH 
NEWLYWED AND DUPE OF THE BLOOD 
RED FEZ 


Myers is a young fool fascinated by the occult, 
who has fallen under the influence of Menkaph 
while on his honeymoon in Paris. He is now an 
unwilling wearer of the Blood Red Fez and his 
sanity and life are slowly ebbing away. Unless 
the investigators are lucky and generous, he is 
likely doomed. In former life he was a dilettante 
son of a wealthy banker, who hid his interest in 
the recherché from his father. 


ELIZABETH ‘ELLIE’ MYERS AGE 19, 
ENGLISH NEWLYWED 


Elizabeth and her new husband were preparing 
a honeymoon in Paris, and then on the Orient 
Express to Constantinople, when her husband 
fell under the spell of Menkaph and was per- 
suaded to wear the Fez. He is now in a coma. 
Elizabeth is living a nightmare, watching him 
slip away, hearing the terrible whispering of 
the Fez right at her ear in the small compart- 
ment, as she travels further away from her loved 
ones in the company of terrible people who are 
prepared to sacrifice her husband. She spends 
most of the time in tears and is shepherded by 
Menkaph, who hopes to sell her into a harem 
in Constantinople or use her to wear a Fez if 
something happens to her husband. 
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GASLIGHT HANDOUT #7 


LETTER IN ENGLISH 


| АП of the pleasures of all of | 
i the harems of all of the worlds | 
| shall be yours. | 


(7) SINGLE COMPARTMENT: 
Hieronymus МЕМКАРН 


HIERONYMUS MENKAPH, AGE 46, 
POSING AS SPIRITUALIST 


See Menkaph’s general write up on page 47 in the 
introduction. Menkaph is passing himself off on 
the train as a spiritualist and self-appointed guru 
to the Myers. He wears an opera cape and stage- 
villain moustache, and expresses himself in high- 
ly theatrical terms. He hopes that in his florid 
theatricality he will be overlooked as a buffoon. 


(8) SINGLE COMPARTMENT: 
Count RAZUMOSKY 


COUNT RUDOLPH RAZUMOSKY, AGE 55, 
RUSSIAN NOBLE 


Count Razumosky is an autocrat who is travel- 
ling in order to win back the affections of his 
young wife, whom he fears is losing interest in 
him. (He is right. She is currently having an af- 
fair with his cousin). The Count tends to dis- 
trust anyone of the lower orders and will im- 
mediately side with and aid anyone with a title 
or other noble connections. The Count believes 
he is the target of Red Republicans and Anar- 
chists, and carries a derringer in his personal 
luggage in his compartment, though not on his 
person. The Count has no idea his servant is a 
spy for the Czar and would be appalled if he 
found out, not because he disapproves of spies 
but the idea of a servant having secrets from 
him is insulting. The Count and Countess, like 
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many upper class Russians of the period, tend 
to speak in French more than Russian. 


(9) SINGLE COMPARTMENT: COUNTESS IRINA 
RAZUMOSKY 


COUNTESS IRINA RAZUMOSKY, AGE 25, 
RUSSIAN COUNTESS 


Countess Irina is a young and beautiful wom- 
an, bored with her situation and her aging hus- 
band. She is enjoying seeing the world and has 
a genuine interest in other people and other 
cultures. She is conducting an affair with the 
Count’s cousin, but is tiring of him also. She 
knows to continue the affair would almost cer- 
tainly mean exposure. She is fond enough of her 
husband and does not wish to disgrace or hurt 
him if she can avoid it. She is hoping the expe- 
rience of the east will give her some perspec- 
tive on life and help make some hard decisions. 
The Countess has been given an ornate knife 
by the Count for self defense against Turks, but 
she has little skill in using it and would greatly 
hesitate to actually stab someone. 


(ТО) SINGLE COMPARTMENT: 
Pytor Trugosky 


PYTOR TRUBOSKY, AGE 29, RUSSIAN 
GENTLEMAN 


Pytor Trubosky is a cousin to the Count and 
lover of the Countess. He is fond of both, but as 
an impoverished gentleman with no hope of a 
title and estates, is happy to use either of them 
to maintain his lifestyle of ease and luxury. Tru- 
bosky has a weakness for women and gambling 
and is happy to get by on his charm and his 
looks wherever he can. The Count finds him a 
gadfly but amusing and Pytor plays to this role. 


MENKAPH ON THE TRAIN 


Menkaph makes no attempt to hide his presence 
on the train from the investigators. He knows 
who they are, but arrogantly assumes they 
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will not act against him in such a public place. 
Meanwhile, he plots their destruction in private. 

When the investigators board the train, 
Menkaph’s plan is fully realized. He has sever- 
al Fezzes, and the book The Whispering Fez. He 
just needs to reach Constantinople. 

The book is kept in the Myers' compartment, 
which is guarded by a Shadow creature. The 
book is in the pillow under Myers' head. If Men- 


kaph loses the book, he will come at the investi- 
gators directly, using Myers as a bargaining chip. 

Once he wears a Blood Red Fez, Menkaph 
assumes the power of a Fez Controller (the 
powers are listed below in full). He can make 
new Fezzes. 

The confrontation between Menkaph and 
the investigators is left to the keeper, or more 


МАШАМАШАМАШАШАМАШАМАШАМАМАШАМАШАМАШАМАМАШАМАШАМАМАШАМАМАМАМ 
Now Spells 


Reading Тһе Whispering Fez gains the reader Fez 
Controller Powers, as long as they succeed in an INT 
roll when they finish reading the book. Powers that 
require a Fez controller and another Fez wearer are 
marked with an asterisk. These must be within a half a 


mile radius of one another to work. 


DRAIN THE FEZ* 


Cost: 1D4 Sanity point if successful; 5 POW if 
attempt fails. 


Casting time: One round 


The Controller may attempt to drain other Fez wear- 
ers of magic points or POW. If the target is unwilling, 
an opposed POW roll is required. Only 5 POW per day 
can be drained this way per Fez wearer. The POW is 
taken permanently from the victim and added to the 
Controller, or it can be used to spawn a new Fez (see 
below). One magic point per hour can also be drained, 


but these come back to the wearer at the end of day. 


CONTROL SERVANT 
OF THE BLOOD RED FEZ* 


Cost: 1D6 Sanity points 


Casting time: One round 


This spell accelerates a Fez wearer to become a Servant 
of the Blood Red Fez (see Day 3 of the Degeneration 
Track). The Servant does the bidding of the Control- 
ler. By now the person is strongly in the grip of the Fez 


and cannot resist. 


SPAWN FEZ 
Cost: 5 POW; 1D4 Sanity points 


Casting time: One round 


А new Fez can be grown from an existing Fez. This 
requires 24 hours, at the end of which it is slowly ex- 
truded with a hideous shucking noise. 


FAVORITE OF YOG-SOTHOTH 
Cost: See Call Yog-Sothoth in Rulebook for details. 


Casting time: As above. 


This spell acts very much as Call/Dismiss Yog-So- 
thoth except that no stone tower is needed. Instead, a 
sacrifice is required and both caster and sacrifice must 
be wearing a Blood Red Fez. On a successful roll by 
the caster, Yog-Sothoth is inclined to view its sum- 
moner favorably and grant spells and POW bonus at 
the keeper's discretion. If another person wearing a 
Fez contests primacy then the spell will be aborted on 
an opposed POW roll. On a Fumble roll Yog-Sothoth 
appears anyway and is not inclined to view anyone 
favorably. 


CONTROL THE FEZ* 
Cost: None 


Casting time: One round 


Any Fez wearer can test against another by making an 
opposed POW roll. The winner is now considered the 
Controller. The loser can resist control once per 24 
hours. Allies can voluntarily give up control. 


NA NAA NAA ANANAS AN ANA NAA WA WA 
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GASLIGHT HANDOUT £8 


Extracts from 
Тһе Whispering Fez 


ON BECOMING A 
TRUE MASTER OF THE FEZ 


You must give yourself up to the Blood Red Fez 
before it rewards you. Only by wearing the Fez, 
by risking that your will is weak and you are 
unworthy and will thus be consumed by the 
Fez, can you emerge tested and triumphant and 
able to channel its grand and terrible powers. 


THE CREATION 
OF SUBSEQUENT FEZZES 
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greater than can be believed. 


CHALLENGERS TO THE MASTER 


Beware! Others who gain a Fez may try and as- 
sert themselves as Masters. Heed my advice and 
keep a small group of acolytes in Fezzes that 
one may expend when the challenge comes. 


THE CONTROL OF THE DAMNED 


Left uncontrolled the Fez will destroy the wear- 
er. Once that happens the thing that the Fez 
wearer becomes may be controlled by other, 
more powerful Masters of the Fez. They will 
be as mindless thralls bent only to the Master's 
desires. 


THE GATE AND THE KEY 


The Blood Red Fez is the gate and the key. If 
the blood of a Prince is present the Fez may call 
forth that which waits Outside. 


correctly to the players. Menkaph’s plans against 
them are included in the daily events, page 61. 

If Menkaph is killed or captured, he carries 
a letter from Nisra the Daughter of Fate next to 
his heart (Gaslight Handout 77). 
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NEW MYTHOS TOME: 
THE WHISPERING FEZ 


In Persian and hieroglyph, author unknown 


This is a bound book, dating from the Ottoman 
Empire around 1800. It is a quarto volume that 
appears to be bound in the same dark blood 
color as the Fez, though without its disturbing 
symbols or strange smell. The book is in two 
distinct parts. 


Part One: The bulk of the book is in Persian, 
and recounts the specific use of the Blood Red 
Fez and its properties and its use as a device 
to call on Yog-Sothoth to grant the user power. 
After reading the book the reader will have an 
innate knowledge of how to control the Fez, 
and learns all of the Controller Powers. This 
section may be read in 24 hours. Gaslight 
Handout #8 summarizes what can be gleaned 


from this section. 


Part Two: The end of the book is in hieroglyphs 
similar in symbol and pattern to those found 
on the Fez. Only very rare individuals can 
translate and interpret this correctly. They must 
have over 25% Cthulhu Mythos and over 75% 
Persian to do so. It takes around 12 hours to 
read this section and comprehend it. This mat- 
ter occupies only a few pages at the end of the 
book. The results are described under Professor 
Demir in the Constantinople section below. 


* Sanity loss: 1010 

* Cthulhu Mythos: +7 percentiles 

* Mythos Rating: 21 

• Study: 24 hours for the Persian, 12 hours 
for the hieroglyph section 


• Spells: Arrest Fez Decline, Control Servant 
of the Blood Red Fez*, Control the Fez*, 
Favored of Yog-Sothoth*, Drain the Fez*, 
Spawn Fez*. 


*Require both controller and fez wearer. 
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Day Ом (УЕрмЕрАУ: Pans TO 
STRASBOURG 


TIMETABLE 
Paris 7:30 РМ. 
Arrives: Chálons-sur-Marne 10.26 РМ. 
Arrives: Strasbourg 3:43 A.M. 


BOARDING, 10:26 РМ. 


The investigators board the train late and find 
their compartments have been made up for 
sleeping. They may prefer to go to the salon car 
before retiring. Here they meet the following: 


* The Russian men (The Countess is in her 
compartment, reading). 


* Miss Macgregor making notes in a journal 


* Menkaph and Bentley Burnham deep in 
conversation. Menkaph is partly hoping to 
draw out the investigators and is perfectly 
willing to sacrifice Bentley Burnham to do 
it. Menkaph is flanked by Kapok, who glow- 
ers in a doorway but does not sit or drink. 


MIDNIGHT SHADOWS 


At 11:00 P.M. the Countess creeps from her 
own compartment to Pytor’s. 

At midnight Scott Myers passes into the 
second day of the Fez. His Shadow creatures 
stalk the entire length of the train. If investiga- 
tors are alert and/or they manage to injure the 
creatures, they see them return to Myers' com- 
partment either after they are hurt or at dawn 
(just after Strasbourg). 


Day Two (THURSDAY): 
STRASBOURG TO BUDAPEST 


TIMETABLE 
Strasbourg 3:43 A.M. 
Arrives: Stuttgart 6:41 A.M. 
Arrives: Ulm 8:18 A.M. 
Arrives: Munich 10:21 A.M. 
Arrives: Salzburg 12:46 P.M. 
Arrives: Vienna Westbahnhof 5:50 P.M. 
Arrives: Vienna Staatsbahnhof 6:49 P.M. 
Arrives: Budapest 11:00 P.M. 
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MORNING, 6:41 A.M. 


The train arrives at Stuttgart at 6:41 A.M. 
and Bentley Burnham leaves the train, having 
given his report. He takes no further part in 


the scenario, unless the keeper wishes to bring 
him back. 


BREAKFAST, 9:00 A.M. 


Sleeping Car One has its breakfast at nine. In- 
vestigators are called to the Dining Car. Keep- 
ers should use the dining periods—Breakfast, 
Lunch, and Dinner—to sit investigators next 
to passengers so they can get to know who is 
on the car. Should they demand otherwise, 
the staff will try to accommodate them and sit 
them all together (unless, of course, there is an 
odd number). Tables sit four, two by two facing 
each other. 

Investigators will note, probably with alarm, 
that Menkaph is openly wearing a Blood Red 
Fez! He suffers no ill effects, and deflects any 
interest of theirs as mad fancy. They will also 
notice Mrs. Myers who is seated next to Men- 
kaph at breakfast and weeps the entire time. Mr. 
Myers is not with them and Kapok sits oppo- 
site. Menkaph takes a repulsive and protective 
interest over Mrs. Myers and takes a dim view 
of anyone trying to intercede. He will, howev- 
er, try to avoid making an outright scene. Be- 
fore breakfast is over Mrs. Myers retreats to her 
compartment. 

If investigators continue to watch Menkaph 
they note he has two allies in the second car, one 
of whom is wearing another Blood Red Fez! 


LUNCH 


Miss Macgregor buttonholes the investigators 
to see if they are interested in contributing to 
her story. She would like their opinion on the 
‘Armenian Question’ and her contention that 
Christians in the Ottoman Empire are-being 
oppressed. She will also note, if the investiga- 
tors are sympathetic, that she is worried about 
Mrs. Myers and is thinking of approaching her. 
Would they care to join her? 
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AFTERNOON: MRS. AND MR. MYERS 


That afternoon, if they have not already spo- 
ken to her, the investigators can find Mrs. My- 
ers in the Salon Car, still weeping. Kapok keeps 
watch over her from the door. If the investiga- 
tors speak to Mrs. Myers she can tell the awful 
story of how her husband has succumbed to 
some mysterious illness since wearing the Fez 
on Tuesday night. Menkaph has told her it is a 
hysterical reaction because her husband is such 
a sensitive subject, but she believes that there is 
some other, darker, reason for it. If the inves- 
tigators seem capable and sympathetic she will 
ask directly for their help. 

The best time to get to see Scott Myers is 
during meals, when Menkaph makes it a point 
to dine with Mrs. Myers. Myers can only be 
saved by selfless action on the part of the inves- 
tigators using the Arrest Fez Decline ritual. 


VIENNA, 5:50 PM 


The train arrives in Vienna late that afternoon 
at 5:50 P.M. The investigators are to meet Bar- 
on von Hofler, Smith's friend and their patron. 
Passengers boarding in Vienna are placed in 
Sleeping Car Two. 

Baron Von Hofler is seen off by his con- 
cerned daughter, Ilsa. Investigators watching 
out the window see her beg him not to make 
the trip. She claims he is exhausted and needs 
the rest. When he refuses she storms off. In fact 
she gets back on the train minutes later in dis- 
guise (see The Baron's Daughter, below). 


BARON VON HOFLER 


Baron Von Hofler is pale and gaunt. His clothes 
are of the finest quality, but his grooming is just 
slightly awry. He is consumed with interest in 
the Fez, and is not taking care of himself. 

The Baron is ostensibly the ally of Profes- 
sors Smith and Demir and has been underwrit- 
ing the cost of the expedition. However his mo- 
tives are tainted. He wants to defeat evil but he 
has lost his way in how he goes about it. His im- 
mersion in Mythos knowledge has driven him 
insane. Only his daughter Ilsa suspects this. The 
Baron is intelligent and extremely aloof and 
does not suffer fools. If the investigators do not 
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already possess both the Fez and the book by 
the time they reach Vienna, he will be rudely 
dismissive of their capabilities. 

The Baron has long wanted to get his hands 
on the Blood Red Fez, having heard of it from 
associates in Anatolia. He has assembled an 
equivalent copy of Apocrypha of the Fez from 
his own researches. He will allow the investiga- 
tors to read this or summarize for them. He has 
not read The Whispering Fez and so has no ex- 
act method of learning more. 

He is frustrated by his lack of knowledge 
and intends to make up for this with experi- 
mentation, and will thus choose one of the in- 
vestigators and seize a chance to place a Fez 
on their heads. If necessary he will Mesmerize 
them. He will then attempt to understand the 
Fez by communing with the mind of the pos- 
sessed, using his Occult skill. On a success he 
gains insight into the Fez and can describe the 
Controller powers (per the Whispers of the Fez 
book). On a failure he learns nothing. On a 
fumble he becomes comatose and dies within 
1D10 hours, rising as a Fez Zombie. 

If the investigators give him a Fez and The 
Whispering Fez, he will sequester himself for 
the next few hours studying them, but will still 
want to conduct an experiment. 

The Baron is a conflicted figure. On the one 
hand he genuinely wishes to aid Smith, Demir 
and the investigators against Menkaph. On the 
other he is mad and ruthless and wishes to gain 
power for his own ends. He can aid the inves- 
tigators with knowledge and financial support, 
but it may come at a terrible price. 


BEFORE BELGRADE: THE BARON’S 
DAUGHTER 


Ilsa Von Hofler is convinced her father is losing 
his grip on reality—thanks to his occult stud- 
ies—and is determined to save him. She is still 
a loyal daughter and wants to see further proof 
that the Baron is clearly out of control before 
she acts. To this end she disguises herself as an 
exotic woman in a purple kimono with a scarlet 
dragon, complete with heavy makeup and jet 
black short wig over her own long blonde hair. 
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Reference 
. Sirkeci Station 
2. The Grand Bazaar 
3. Hotel de Byzance 
. Hagia Sophia 
5. The Blue Mosque 
. The Imperial Treasury 


7. The Imperial Museum 


of Antiquities 
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10. British Consulate 
11. Hotel d'Angleterre 
12. ‘Thomas Cook & Son 


13. Professor Demir's House - 
14. The Frenchman's Residence f Q N S І 
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[ 15. Kasim Pacha Shipyards Ку А 
1 16. Selim Makryat's Fort — Уы 


She will observe her father, and when she 
is certain he is a danger to himself and others, 
she will act. In some ways Пза is cold-bloodedly 
using the investigators as guinea pigs. She sus- 
pects that they are just more degenerate hang- 
ers-on of her father. 

Ilsa plans to drug the Baron and get him 
off the train somewhere between Vienna and 
Belgrade. To this end she carries a hypodermic 
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needle and a bottle of laudanum, as well as a 
bottle of chloroform and a large rag. She-has 
her family doctor waiting at Belgrade and hire> < 
lings at Budapest whom she coordinates with. А 
via telegram messages if need Бе. With the дос“ — Wes 
tor's connivance she plans to get the Baron back 
to home in Vienna and confine him there until 
he is well. She believes Doctor Freud will have 


some success treating him in Vienna. 
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Keepers should roll on her Stealth and 
Disguise skills to catch the Baron off-guard. If 
she is successful she leaves the train with the 
unconscious Baron at Budapest or Belgrade or 
even Sofia. 

If IIsa detects the investigators are possible 
allies she will ask them for help. While she does 
not believe her father is evil, she is not a fool 
and will acknowledge if he becomes dangerous. 
Under no circumstances will she condone seri- 
ous harm coming to the Baron. 


The Station in Constantinople 


11:00 РМ. BUDAPEST 


At 11:00 РМ. the train arrives at Budapest and 
the Berlin-to-Constantinople carriage is at- 
tached, necessitating a wait of 20 minutes. If the 
investigators have given Baron von Hofler the 
Fez and the book The Whispering Fez, and if his 
daughter has not acted, he will slip off the train 
here and try to get back to Vienna. Investigators 
can pursue him and get the items back, but then 
must make a mad dash by coach, horseback, and 
local train across the Hungarian frontier and 
into Serbia to try and rejoin the Orient Express 
at Belgrade at 5:40 A.M. the next morning. 
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MORE MIDNIGHT SHADOWS 


Myers' Shadow Creatures prowl again, this time 
more aggressively. At midnight Scott Myers will 
pass into the third day of the Fez. Menkaph is 
controlling him so he does not mindlessly attack 
Mrs. Myers, but has no such compunction about 
sending him against the investigators. In the 
event Scott Myers is killed or destroyed, Men- 
kaph will make Mrs. Myers his next Fez victim. 


Day Thre (FripaAy): 
BeLGrApe TO BULGARIA 


TIMETABLE 
Arrives: Belgrade 5:40 A.M. 
Arrives: Nis 10:57 A.M. 
Arrives: Sofia 4:05 P.M. 


BELGRADE, 5:40 A.M. 


The Orient Express arrives at Belgrade at 5:40 
A.M. If the investigators have not changed her 
plans Ilsa von Hofler will now drug her father 
and try and get him off the train, with the help 
of her doctor friend. 
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BREAKFAST, 9:00 A.M. 


Keepers should remind them they are ap- 
proaching their final night on the train, in 
which case they may wish to draw up their 
plans accordingly. 

Some time during the morning the Count- 
ess comes to the investigators, especially if one 
is female. The watchful Miss Minkoff is also 
there. The Countess confesses at last that Py- 
tor has grown boorish and she tried to break 
off the relationship. Now he is being sullen and 
threatening. She is a little afraid. Will someone 
go and talk to him as her intermediary? She 
would be grateful. A successful Persuade or In- 
timidate should put Pytor in his place. 


FINAL MIDNIGHT SHADOWS 


At this stage Menkaph is determined to pull out 
all stops to get rid of the investigators, unless 
they have been completely circumspect. He ac- 
celerates Myers and his Fez-wearing cultists to 
Servants, mindless thralls who are strong and 
tough. That way if they get caught he can deny 
all knowledge of their activities. 


NAA UA ANA ANA ANA AN ANA ANA 
What if the Investigators 
Get Everything? 


EX 


The investigators may well 
succeed in killing Menkaph 
and his minions and seiz- 
ing the book and all Fez- 
zes before they reach Con- 
stantinople. This level of 
triumph would be unusual 
but not impossible and is 
certainly not discouraged. 


Keepers should assume that before the last cultist 
falls he has a chance to telegraph Constantinople 
and warn Nisra the Daughter of Fate. She will 
then have even more incentive to kidnap Professor 
Demir's son in Constantinople (see below for more 
details). 
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Day Four (SATURDAY): 
CONSTANTINOPLE ARRIVAL 


TIMETABLE 
Arrives: Constantinople 10:43 A.M. 
FINAL MORNING 


The investigators enjoy a last breakfast on the 
Orient Express before preparing to disembark 
at Constantinople at 10:43 A.M. The state they 
are in depends entirely on their actions during 
the train journey. 


Constantinople 


ARRIVING IN CONSTANTINOPLE 


The investigators arrive at Sirkeci Station at 
10:43 A.M. on Saturday morning. The station 
is new and very grand, having been completed 
in 1890. It resembles a cross between a mosque 
and a huge Victorian railway terminus; as the 
creation of a Prussian architect it is considered 
a classic example of European Orientialism. 
Investigator luggage goes straight from the 
train to the Railway Custom House where it 
is inspected and then passed on to Wagon-Lits 
staff who make sure there is minimum delay. 
Ottoman Constantinople is strikingly dif- 
ferent to the cities they have visited thus far. 
Italian traveler Edmondo de Amicus noted the 
astounding varieties of people on its streets: 
‘in the course of ten minutes and in the space 
of a few feet you will have seen a mixture of 
race and dress you never conceived of before’. 
He notes Turks and Greeks, Armenians, Cos- 
sacks of Ukrania and Russia, Serbs, Monte- 
negrins, Wallachians, Albanians in long white 
robes, African slaves, a storyteller in the garb 
of a necromancer, nuns from the Pera hos- 
pitals, sheepskin-clad Tartar, a veiled Muslim 
woman with a slave, a Jewish woman іп па- 
tional costume, a black woman from Cairo, 
Turkish girls dressed in green trousers and red 
or yellow vests. Everywhere are the sounds of 
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The Constantinople of the Ottoman Empire is a great 
and colorful city, the hub of a whole world of east and 
west, but is also the capital of an empire clearly in de- 
cline. The Ottoman Empire (1301-1922) was an Is- 
lamic Empire that replaced the Byzantine Empire as the 
dominant power in the eastern Mediterranean. Its con- 
quest of Constantinople in 1452 cemented its control of 
the Black Sea region and by the reign of Suleiman the 
Magnificent (1520-66) it had expanded to Syria, Egypt, 
Arabia, Hungary, the Balkans and had reached outside 
Vienna. Now its power is waning. The Sultan is grimly 
holding onto power against foreign enemies such as 
the Tsarists chipping away at the territory of the Em- 
pire—it lost 40% of its size through conquest by Russia 
in 1878—and internal factions urging modernism. The 
Sultan believes western Europeans will provide the an- 
swer to the Russian problem and concessions to mod- 
ernism will appease those who believe the Empire must 
fall. He is wrong in both cases. 


Ottoman Constantinople is in many ways two cities. 
One, on the northern side of the Golden Horn, made 
up of suburbs Pera and Galata, is the European city. An 
ambitious program of modernization with European 
style hotels, urban design and railways has been under 
way for decades. Pera has European hotels, doctors and 
shops and even an underground railway. The other, 
Turkish, city is south of the Golden Horn, in Stamboul 
and on the Asian side of the Bosporus, in Scutari. Here 
the way of life is more notably Turkish. To the Turks, 
Stamboul is the true Constantinople, the ancient city of 
the Byzantines, built like Rome on Seven hills, each one 
now crowned with a mosque. It is Constantinople’s true 
heart. Everything in Pera and environs tends to be close 
to European standards, elsewhere less so. 


Constantinople is a splendid city but also has its pov- 
erty and meanness. Away from the boulevards are nar- 
row, dirty streets strewn at intervals with piles of gar- 
bage and irregularly paved. Packs of half-starved dogs 
run wild in the streets. The rising population is strain- 
ing the capacity of the city. With the shrinking of the 
Empire many are being driven back into Turkey. The 
official 1886 census gives the total as 851,494 (110% 
rise over the previous 40 years) but this number is con- 
sidered inaccurate, and that over one million residents 
is more likely. The city is Islamic and its chief language 
Turkish. 


ACCOMMODATION AND ALTERNATIVES 


In the suggested year of 1893 the Pera Palace hotel is not 
yet complete, and other hotels in Pera struggle to offer 
European style comfort for investigators. These include: 
the Hotel de Byzance and Misseri's, named by Brad- 
shaw, but officially known as the Hotel d'Angleterre. 
These cost around 18-20 shillings а day, making them 
very expensive by European standards. Meals here are 
around 5 shillings. Cheaper is the Hotel Belle Vue at 12 
shillings a day. They are all a little grim, with sheets not 
changed often and items regularly stolen from rooms. 
By 1894 the Pera Palace begins an era of luxury hotels 
only a little higher in price than the current ones, but 
much better value. 


CURRENCY 


The Ottoman currency is the Lira which is equal to 18 
English shillings in the 1890s. On the streets the coinage 
is in gold, silver and copper coins, the latter once hav- 
ing a silver coating which has now been prised off most 
coins. Turks tend to price things by the gurush, known 
as piastreto the Europeans. The piastre is worth about 2 
pence. European currency can be used directly without 
need of exchange. The English sovereign is known as 
the English lira and is worth 120 piastres. Other popu- 
lar currencies are the French, Italian and Greek silver 
francs worth 4.5 piastres. Currencies other than those 
listed bring less favorable exchange rates. Thomas Cook 
& Son has an office in Pera, where travelers can get 
notes exchanged and other currency issues attended to 
with a minimum of fuss. 


GUNS AND GOODS 


The Bazaar in Stamboul is the place to shop. Bargain- 
ing is expected. If anyone desires guns in Constantinople 
they will likely be German made—the Germans have 
been providing the Ottomans with guns for decades. 
Groups who may cause trouble in this era are Arme- 
nian terrorists known as Dashnaks, protesting the Ot- 
tomans cruelty to their people; also many Tsarist spies 
are around, seeking to undermine the Empire. Constan- 
tinople police are armed. One traveler describes them as 
carrying a whole arsenal in their belts. European doctors 
and pharmacists can be got in Pera and all the consuls 
are there. 
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DOGS OF CONSTANTINOPLE 


Without fail the accounts of nineteenth century travel- 
ers to Constantinople mention the packs of stray dogs 
which infest the streets and can be found day and night 
throughout the city. Some look on them as friendly 
and engaging while others consider them ill-tempered 
curs and a blight on the city. 


GETTING AROUND 


It is customary to hire a Dragoman, a guide and in- 
terpreter when in Constantinople. The going price is 
around 7 shillings a day. Note that in Constantinople the 
term ‘guide’ is a euphemism for pimp, and may lead to 
some confusion. 


Carriages and Horses: Carriages are very common and 


are drawn by two horses because of the steep hills. Short 
rides are 10 pence while longer ones are 2 to 3 shillings. 
Travelers pay a few pence more for rides after 6:00 P.M. 
Riding horses can also be hired, although there is no 
fixed fare and prices must be settled by bargaining. 


Watercraft: Steamers across the waters surrounding 
Constantinople cost around 1 shilling and 6 pence per 
person with luggage free. Smaller four-oared craft called 
caiques can be hired and cost around 2 shillings and 6 
pence for long trips, or if engaged by the hour 1 shilling 
and 8 pence per hour. The best caiques are under the 
Galata Bridge. These are not recommended for crossing 
over to the Asian side. 


Trams: Trams run in Pera and Galata for 2 pence and 
across Stamboul for 3 pence. 
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different languages and the signs of all the re- 
ligions. Conveyances include camels, donkeys, 
horses, sedan chairs, ox-carts, carriages. The 
richest can be seen on one hand and the mean- 
est poverty on the other. 


THE PROFESSOR'S CHILDREN 


Toprak and Rana meet the investigators—they 
are the son and daughter of Professor Demir. 
They speak excellent if accented English and 
are courteous but in a state of some agitation. 
Last night the Professor was attacked in his 
home and their younger brother, Barlas, kid- 
napped when he went to their father's aid. The 
Professor was stabbed in the stomach and 15 
now convalescing. They insist the investigators 
come and see him before going to their hotel. 


Proressor Demir's House 


Professor Demir has a lovely house in Galata. 
His wife Selin is charming and his children are 
accomplished and intelligent, but all are wor- 
ried about the missing Barlas. Professor Demir 
cuts a stately figure with a striking profile and 
considerable moustache. He is tall for the era, 
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around six feet, and in his mid-fifties. His in- 
jury is obviously painful but he can get around 
the house with effort. Going outside is out of 
the question for at least two weeks. 

The Professor is retired at the moment, 
but not entirely by choice. The Ottomans have 
closed two of the main universities he worked 
for previously: Istanbul University and the Uni- 
versity of Marmara (though the latter is closed 
for rebuilding). Both will re-open by 1900. He 
is currently on a stipend to do research for the 
Department of Education. 

If there are four or fewer investigators Pro- 
fessor Demir requests they stay as his guests 
while in Constantinople. If the investigators 
have Mr. and Mrs. Myers with them, Demir and 
his wife are very sympathetic and agree to put 
up and look after the couple. 

Professor Demir is grateful to the investiga- 
tors for helping Smith, but he is worried about 
his son. He discusses the following issues with 
the investigators. 


THE KIDNAP 


Uppermost in Demir's mind is the safe return 
of Barlas. He shows the investigators a note that 
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has been delivered by hand which agrees to re- 
turn the Professor's son in exchange for what 
the cult wants. The cult's demands depend on 
the investigators' success on the train, but can 
include the book (if the investigators have it), a 
Fez (if the cult have none), or for the Professor's 
“new friends" to get back on the Orient Express 
or a steamer and leave Constantinople before 
24 hours has passed. The note specifies that the 
meeting is to take place Sunday midnight at Ka- 
sim Pasha docks. 

Demir is no fool and knows the cultists have 
no intention of honoring any exchange. He sus- 
pects there are two chances to save Barlas—find 
out where the cult is currently keeping him and 
rescue him before the exchange, or spring a sur- 
prise on them at the meeting. 


THE BOOK: THE WHISPERING FEZ 


The Professor has the knowledge of Persian and 
the Cthulhu Mythos needed to read the final few 
pages of The Whispering Fez. Once the investiga- 
tors give him the book he can have it translated 
and read in 12 hours (see the section The Final 
Section of the Whispering Fez, p. 77, nearby). He 
will have this done by midday the following day. 


CHILDREN OF THE BLOOD RED FEZ 


The Professor can fill in the investigators on 
the background of the cult, which he believes is 
small but growing in power. He knows much of 
the cult's history. He knows that Menkaph serves 
the former harem girl Nisra, Daughter of Fate. 
He knows that prior to this Menkaph had an al- 
liance with Selim Makryat. 


NISRA, DAUGHTER OF FATE 


Nisra the Daughter of Fate is the true power be- 
hind Menkaph. She was a former pupil of the 
mysterious occultist known only as The French- 
man, who has a mansion in Stamboul. Demir 
has no idea if he might help, but it is possible. 
Тһе man is perverse. 


THE BLOOD RED FEZ 


The Professor can supply any missing informa- 
tion about the Blood Red Fez. 
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SELIM MAKRYAT 


The investigators may recall Smith's warning 
about Selim Makryat. Demir tells them that 
Makryat worships a terrible entity called the 
Skinless One and that Selim has been conduct- 
ing strange researches and experiments for years. 
He explains how Selim and Menkaph were once 
allies. Selim's cult is known as the Brothers of 
the Skin, and they inhabit an ancient fortress in 
Scutari, on the Asian side of the Bosporus. Selim 
is extremely dangerous, and Demir is not con- 
vinced he has anything to do with this business. 


RESEARCH 


Investigators may wish to spend some time re- 
searching any gaps in their knowledge. Ideal 
places for research are as follows. 


THE IMPERIAL TREASURY 


Situated on the Old Seraglio grounds where the 
Sultans' Palace once stood. It is an area with an- 
cient palaces, museums, and the treasury. The 
treasury holds the crown jewels but also has an 
extensive library as part of its complex. Visitors 
must get an Imperial Warrant from their con- 
sulate to visit here (see British Consul below). 
During their visit they are always accompanied 
by a guard. The library has thousands of ancient 
manuscripts in Persian, Arabic, Greek and Turk- 
ish. It is considered of no interest to visitors, but 
special arrangements for viewing can be made 
through the consulate. Note that the guards here 
do not take well to gratuities or outright bribes. 


THE IMPERIAL 
MUSEUM OF ANTIQUITIES 


Also situated on the Old Seraglio grounds, and 
open 9:00 A.M. to 2:30 РМ. every day except 
Friday. Admission 5 piastres or 10 pence. The 
museum contains many sarcophagi and other 
ancient artifacts, not just from Turkey but Egypt, 
Greece and Persia, as well as pieces excavated 
from Troy. It includes artifacts of the Hittites 
and Phoenicians and Romans. Demir is a friend 
of the Director and can arrange access to manu- 
scripts and longer viewing hours if requested. 
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MUSEUM OF ANCIENT COSTUME 


Situated near the Hippodrome. Open 9:00 A.M. 
to 4:00 РМ. each day. Anyone wishing to re- 
search the history of the Fez may do so here. 


POSSIBLE INFORMATION 


Successful Library Use may glean the follow- 
ing. However note almost all the information is 
in Arabic, Persian (the preferred language of the 
Ottoman court literature), or Turkish. 


> Assembling a new Apocrypha of the Fez. 


> Assembling The Whispering Fez. If the 
investigators have a Blood Red Fez or 
a rubbing of its symbols it is possible 
with judicious research to find reference 
to enough material to assemble the 
hidden section of the book: the ritual 
and destruction of the Fez. This is a feat 
of scholarship that has been beyond 
Nisra and Menkaph and their cronies 
and takes two full time researchers two 
weeks of study. (See below for Demir’s 
interpretation of the reading). 


THE FinAL SECTION OF THE WHISPERING ГЕЙ 


Half a day after receiving The Whispering Fez, 
Professor Demir completes a skim of the main 
book and a reading of the untranslatable part. 
He sends a messenger to the investigators at 
once. They find him very shaken. 

The hieroglyph section makes plain that it is 
not a true Prince that is needed, but that whoev- 
er wears the Fez and conducts the ritual will be as 
a prince. This will be disastrous, allowing the en- 
trance into our reality of a foul being beyond any 
mundane conception of evil, known as the ‘Fa- 
ther of Sorcerers’. The price that the city and in- 
deed the world could pay is incalculable. Cthul- 
hu Mythos identifies the deity as Yog-Sothoth. 

The hieroglyphs detail how to destroy the 
Fez completely. Someone must wear the Fez in 
proximity with the current Control Fez wearer 
and challenge and defeat that person in a battle 
of wills. The symbols on the Fez describe the rit- 
ual that enacts this. 
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The spell Destroy the Fez is found at the end 
of this scenario, in the section on The Island of 
Doomed Princes. 


VISITING THE FRENCHMAN 


The Frenchman is in fact the Duc Jean Floressas 
des Esseintes, also known as The Jigsaw Prince. 
Keepers should keep his true identity secret but 
play him consistently with how he appears in the 
1920s. If the players suspect they are the same 
man, they will be immediately suspicious when 
the 1923 investigators meet him in Lausanne. 
See the Lausanne chapter “Nocturne” for more 
information. 

He maintains a palatial residence in Stam- 
boul near the Great Palace of the Sultan. The 
gardens are grand and exotic, where peacocks 
stroll and a hundred strange aromas, not all of 
them natural, fan the breezes. The residence is 
an elegant domed building. The silent servants 
bring the investigators out on the upper balcony, 
where the Frenchman reclines in silks, puffing 
on a hookah. The Frenchman appears much as 
he does in the 1920s adventure. Indeed, anyone 
who meets him both times will remark on how 
little he has changed in thirty years. 

The Frenchman is a powerful occult figure 
but at the moment is not interested in the investi- 
gators enough to do them harm. If they are cour- 
teous and sufficiently flattering he may even help 
them, depending on the success of their Charm 
or Persuade. He will not succumb to Fast Talk 
and will pitch out the investigator who dares 
waste his time with such vulgarities. If he doesn't 
like them, or they are rude, he may lace their 
drinks with Dream Drug and send them horrible 
nightmares that threaten their Sanity. In all cases 
he will inform Nisra of what they discuss, simply 
because it amuses him and he likes to prove he is 
better informed than any of his occult rivals. 

The Frenchman is also motivated by-his 
knowledge that Smith and Demir are danger- 
ous to him and Selim Makryat, and that-Nisra 
and Menkaph are noisy amateurs likely to bring 
trouble. Setting the investigators and the Chil- 
dren of the Blood Red Fez against one another 
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could well solve two problems at once. He steers 
the investigators away from any questions about 
Selim, laughing him off as a joke. 
He can provide the following information: 
> Nisra the Daughter of Fate was his pupil. 
She was persuaded by the charlatan 
Menkaph that the Blood Red Fez was 
a shortcut to power so she abandoned 
her studies under him. She will come to 
realize there are no shortcuts to power 
where the power is worth having. 


> Мага has cultivated a delusional exiled 
Prince, Prince Ramazan. He is a distant 
cousin to the Sultan and was exiled because 
he was degenerate and ambitious, a 
combination the Sultan disliked intensely. 
The Frenchman has heard Ramazan has 
syphilis, a prospect he finds intensely funny. 


» Nisra has set herself up on the forgotten 
island known also as The Island of Doomed 
Princes, the 10th and furthest out of the 
Princes’ Islands, the place where Byzantine 
and Ottoman royalty have been exiled for 
centuries. She has a Black Eunuch as a guard 
(being black or white determines how much 
of the genitalia is removed, so is a significant 
distinction in Ottoman times) and a few 
other servants who are probably cultists. 


> Menkaph is a pretender who knows very 
little. Any power he has is because of the 
direct intervention of Nisra or that which 
has been stolen from books or artifacts. 


As soon as the investigators have left, the French- 
man will send a servant to inform Selim and 
one to inform Nisra of his conversation. He will 
make it look to Nisra as if he is manipulating the 
investigators so they can be trapped (and this is 
partly true in any case). Investigators remaining 
outside his home see the two servants appear 
half an hour later. The servants part outside the 
gate, one going south to the Sea of Marmara the 
other going west to Scutari. 
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THe BROTHERS OF THE SKIN 


The Brothers of the Skin maintain a small hold- 
ing in an ancient fort in Scutari, on the Asian side 
of the Bosporus. The Asian side has more Ori- 
ental buildings and much more vegetation than 
the European. Scutari is a small village, notable to 
Britons for housing Florence Nightingale’s hospi- 
tal during the Crimean war and for its monastery 
of Dervishes. There are also Turkish and British 
cemeteries here. The cost is around 40 piastres 
and half a day’s journey to come over by steamer. 
Around twenty cultists can be found here at 
any one time. The fort is situated above a tiny 
village. The cultists have passed themselves off to 
the locals as a monastic order and do what they 
can to not draw attention to themselves. There 
is a 50% chance Selim himself is here when the 
investigators come. He spends around half his 
time using the fortress as a base for his foul ex- 
periments with skinning humans. The cult is no- 
where as ubiquitous as it becomes by the 1920s. 
Selim largely uses its membership as muscle to 
gain and guard his victims. Only a small coterie 
of around half dozen gains actual occult knowl- 
edge, one of them being Selim’s child Mehmet. 


SELIM MAKRYAT 


Selim Makyrat is an intense older gentleman who 
stares at the investigators as though he is imag- 
ining their faces being stripped of skin (which, 
in fact, he is). Selim is watchful and wary, and 
always has the Brothers on alert when visitors 
are admitted into the fort. As a precaution he has 
cast the spell Skin of the Sedefkar, giving him 10 
points of armor. Selim’s statistics can be found 
in the Constantinople 1923 chapter if required. 

During the conversation with Selim, a nine 
year old boy sits quietly, watching and listening. 
This is Mehmet Makryat. Psychology confirms 
that he is following and memorizing every aspect 
of the discussion—Mehmet turns to look direct- 
ly at any investigator who scrutinizes him before 
turning his attention back to the conversation. 
The investigator is left with the uncomfortable 
feeling that the boy will remember them. 
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Selim offers the investigators no help unless 
they say they are opposing Nisra, whom he dis- 
likes because he does not like the idea of women 
holding occult power. He tells them about the Is- 
land of Doomed Princes, the 10th and secret is- 
land in the Princes' Islands chain, and that her 
cult is around fifty strong. 

Bold investigators might endeavor to kill Se- 
lim or Mehmet. Assume that Selim is alert for 
such an ambush, and show no mercy. 


THE SULTAN 


It is possible investigators decide to visit the Sul- 
tan to find out about the Prince. Anyone who 
knows anything of the Ottoman Empire, includ- 
ing Turkish investigators, will know the Sultan 
has many relatives who might be considered to 
have ‘the blood of a Prince: 


THE PALACE 


The Sultan’s palace is on part of the Great Palace 
complex in Stamboul and is three miles across. It 
has gardens, palatial buildings, a polo field, every- 
thing the modern potentate could want. Gaining 
an audience with the Sultan is extremely difficult 
and will take at least a week to arrange and re- 
quire a Credit Rating roll at Extreme difficulty. 
Demir suggests that the foreign embassies may be 
able to help—allow a bonus die in this instance. 

If the investigators eventually do see the Sul- 
tan he is distant but polite—they are after all 
Europeans. He tells them Ramazan is a distant 
cousin and, as a drug addict and alcoholic, an 
embarrassment to the good Muslims of his fam- 
ily. He has no idea where the Prince is now (this 
is true enough). He knows he fell in with a very 
strange crowd and has not seen him for months. 
The Sultan does not recall the name Nisra, im- 
periously implying that servants are beneath his 
notice, but Hard Psychology notes a moment of 
recognition and perhaps longing. 

He will try and gain from them the dispen- 
sation of their countries towards his throne and 
seek possible ambassadors. If he finds them 
engaging enough he may invite them to a ball 
where they will mix with notable relatives of his, 
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ministers in his government, foreign dignitaries 
and the occasional spy. Aileen Macgregor is here 
if she survived, and the Frenchman is also likely 
to attend. This will be a grand occasion with as- 
tounding opulence and something of the feel of 
the Arabian Nights of old. 


THE British Соми. 


The British consulate is opposite the Ottoman 
Bank and is open from 10:00 A.M. to 3:00 P.M. 
The officials here can easily explain the history 
and purpose of Princes’ Islands but are keen to 
point out there are only nine and the islands are 
now either tourist locations or uninhabited. The 
Sultan does not indulge in such terrible practic- 
es these days and is quite modern. (This is not 
quite the truth but they are sticking to it). Jour- 
neys into the interior of Turkey require a travel 
permit which the consul can provide. It replaces 
the passport for interior officials. The consul can 
also help in other matters, but usually will rec- 
ommend the banks or the Thomas Cook & Son 
office in Pera for things like money, telegraphs or 
other mundane issues. 


THe [ОМАР ExcHANGE 


THE ARRANGEMENTS 


The note from the kidnappers says the exchange 
of Professor Demir’s son will take place at mid- 
night the night of the day following the investi- 
gator's arrival in Constantinople. The scheduled 
place of exchange is at the dockyards at Kasim 
Pasha on the Pera side of the Golden Horn near 
the shipping yards. 


THE KIDNAPPERS' TRIP 
FROM THEISLAND 


The cultists bring the boy from the Island to 
the rendezvous point by steamer. There are ten 
cultists including the leader who is Menkaph or 
Kapok, if either survived the trip on the Orient 
Express. Otherwise the leader is a nameless cult- 
ist who speaks passable English. If the cultists 
have managed to keep а Fez from the train, then 
two of them wear Blood Red Fezzes and are at 
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the stage of mindless Servants of the Fez. Five are 
armed with pistols, five with yatagans. The cult- 
ists leave the Island around 8:00 P.M. and take 
most of the time to make the trip. 

Investigators can intercept or follow them 
by ship, though no hired vessel will be likely to 
do this without a considerable bribe. The obvi- 
ous kind of hired boat, a caique, is too small to 
keep up. Professor Demir can put the investi- 
gators in touch with a trustworthy fisherman, 
Nine-Fingered Abdullah. He is a brave and cun- 
ning captain with a light trawler and can shadow 
the steamer to the island. He is devoted to Demir 
since the Professor saved his life years ago and he 
and his sailors will fight any cultists if their ship 
15 boarded by them. 


MEETING AT THE 
SHIPPING YARD 


The meeting is to take place at 
midnight at Kasim Pasha ship- 
yards. Even the guidebooks label 
this area as ‘filthy and insanitary* 
It is on the northern side of the 
Horn, however it is not entirely 
isolated: night workers are ac- 
tive in the area and the Turkish 
fleet lies at anchor nearby. The 
cultists leave one of their own 
to guide the investigator party 
when it arrives to an unused 
dock area. Crates, bales, ropes, 
slick floors, multi-levels of load- 
ing dock, all make for potential 
hiding places for cultists. 

The cult leader brings forth 
the young man with a pistol to 
his head. The leader asks for 
whatever the note has stipulat- 
ed. Once they have it and are 
assured that the book or the 
Fez are genuine they will kill 
the captive and fall on the in- 
vestigators to kill them. Any 
workers in the vicinity will 
make themselves scarce. If a 
fight lasts for more than a few 
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minutes, the navy sends a launch and sailors 
with rifles to investigate. 


THE ISLAND OF 
Роомер Princes 


If the investigators wish to apprehend Nisra 
and destroy the Blood Red Fez they must ven- 
ture to Princes’ Islands. 


PRINCES’ ISLANDS 


The Princes’ Islands are called Kizil Adalar by the 
Turks and lie 12 miles south of Constantinople 
in the Sea of Marmara. Officially they number 
nine, with the tenth laying to the southeast of the 
furthest one and considered forbidden. (Keepers 
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schooled in Turkish geography will note this 10th 
Island is fictional). Four of the islands, the larg- 
est, are inhabited and host such establishments 
as naval colleges and colleges of divinity. Con- 
temporary Turks argue that the notion of exiling 
Princes to the further isles was a purely Byzan- 
tine one, but modern historians note it was also 
something done by the Ottomans. In spring and 
summer steamers run morning and afternoon 
from Galata Bridge to the largest of the islands 
which boasts hotels and cafes for the tourist. 


GETTING TO THE ISLAND 


No steamer runs to the uninhabited isles. Inves- 
tigators will have to charter a boat. This may be 
Nine-Fingered Abdullah or someone else. The 
place has an evil reputation and many fishermen 
have vanished in these waters, a fact any Turkish 
captain negotiating a price will make much of. 


ON THE ISLAND 


The island is little more than a hillock with a 
small crumbling wall of rock and a goat path 
complete with a few ragged goats, kept by the 
cultists for food and milk. Three small caiques 
have been dragged up out of the water. These 
are what the cult uses usually to come and go. 
(The steamer for the kidnap exchange is re- 
served for special occasions and Nisra's use). 


THE CULTISTS' TOWER 


The island's sole building is an ancient decaying 
tower of crumbling stone which might have once 
been a lookout tower. The tower has two levels. 
The first is the cultists’ home and its rooms аге 
divided into sleeping and eating quarters. There 
are at least 10 cultists here at any time, although 
if a ritual is to be conducted the number will 
swell to 25. They are armed with yatagans, and 
108 will have rifles. 

The top of the tower belongs to Nisra, her 
eunuch Ulug and Prince Ramazan. Ulug has 
quarters on the ground floor but spends most 
of his time on the top floor guarding the Prince. 
The top floor has Nisra's boudoir and despite be- 
ing in such a faraway place, is as exotic and lush 
as one would expect from an Arabian Nights ha- 
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rem. It also stocks a formidable occult library 
and much occult paraphernalia. 

Nisra is here most of the time, looking af- 
ter the Prince—after a fashion—and maintain- 
ing cult activities while she waits for Menkaph 
or his successors to deliver The Whispering Fez 
When she has it she will learn its secrets, kill the 
Prince, and ascend to what she believes is do- 
minion over the Eastern Mediterranean thanks 
to the sorcerous knowledge of Yog-Sothoth. 


NISRA, THE DAUGHTER OF FATE 


Nisra still dresses the part of the harem girl. She 
has a capricious and teasing surface manner 
than hides an implacable and dangerous will. 
She cares nothing for her fellow humans and 
in her hubris considers them as little more than 
toys. Nisra has no combat spells and tends to 
rely on Ulug and the cultists for protection. In 
extremes she will try and play with the minds of 
investigators, or work on them so they under- 
estimate her and lower their guard so she can 
stab them. 


THE DOOMED PRINCE 


The doomed Prince Ramazan is kept in the oth- 
er section of the top floor of the tower. He is sus- 
pended in a golden cage like a large bird cage and 
15 covered in excrement and syphilis sores. Under 
the foul influence of Nisra's magic he believes he 
is being treated to the delights of her harem and 
only the rudest of shocks will awaken him from 
this state. Once he understands how he has been 
treated he will go promptly mad. 

If the investigators come to the tower be- 
fore the kidnap exchange they will find Demir's 
son Barlas in the same chamber as the Prince, 
shackled to the wall and drugged into docility 
with hashish. 


THE FAL RITUAL 


If Nisra gets the knowledge from the book and 
her hands on a Fez she will summon Yog-So- 
thoth as soon as she can. Her preference 15/10 
stage the ceremony at night surrounded by cult- 
ists to forestall any interference, especially if she 
is aware of Demir and the investigators trying to 
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thwart her. She will cut poor Ramazan’s throat 
with a ceremonial dagger and intone the ritual 
while sending any cultists to block the way to the 
tower on pain of death. 


DESTROYING THE FEZ 


The spell Destroy the Fez from The Whispering 
Fez is the key to ending Nisra and her cult. The 
investigators must make eye contact in order to 
initiate a challenge. (See the spell Destroy the 
Fez on p. 82.) Nisra confidently assumes that her 
will is greater, and may even abstain from order- 
ing her cultists to attack, preferring to crush the 
challenger through sheer will power. However, if 
the supporting investigators are firing guns, the 
cultists will not hold back. 

If Nisra has started the ritual, the investi- 
gators may have to challenge for the Fez at the 
same time, with the additional caveat that if the 
attempt goes badly and 98-100 is rolled, 
there will be a catastrophic result. Yog- 
Sothoth will appear to all at the site. See 
Yog-Sothoth's write-up for Sanity loss 
and other consequences. All Fezzes will 
be destroyed and all Fez wearers except 
the controller will be instantly killed 
or go permanently insane (Keeper's 
choice). The Controller can sacrifice his 
or her POW completely to end the spell 
and deny Yog-Sothoth entrance to this 
world. The gate closes, and the Control- 
ler slumps lifeless to the ground. 


CONCLUSION 


With luck, the investigators will prevail, 
destroying Nisra and all of the Fezzes. 
Reward the investigators for the follow- 
ing outcomes: 
> Saving the Myers: Gain 
1D4 Sanity points each 
» Saving Barlas: Gain 
1D4 Sanity points 
» Defeating the Cult: Gain 
1D6 Sanity points 
> Destroying the Blood Red Fez: 
Gain 1D10 Sanity points 
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Keepers should stage whatever appropriate 
wrapping up is suggested by the final scenes: a 
touching funeral or a rousing celebration. Per- 
haps the investigators are all mad or dead on an 
island in the Sea of Marmara. Survivors may re- 
turn to London and the warm thanks of Profes- 
sor Smith, or remain in Turkey. The region offers 
a rich backdrop for further adventures. 


FORWARD TO 1923 


Selim Makryat's power grows, and he and the 
Brothers boldly move to Stamboul and occupy 
the Red Mosque. Mehmet grows up in his father's 
shadow. The Frenchman withdraws to Lausanne. 

Henri the conducteur dies a few years af- 
ter this, but lives on in dream. Professor Demir 
and his brave daughter and sons do not appear 
in the 1923 campaign, but keepers could intro- 
duce them if desired. Otherwise, assume Makry- 
at found them first, alas. 
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New Spell: 


DESTROY THE FEZ 


Cost: 15 POW; 1D10 Sanity points 
Casting time: 3 rounds 


This ritual can only be learned from the hieroglyph sec- 
tion of The Whispering Fez. 


It allows a challenger to destroy all Fezzes under the power 
of a rival Controller. The challenger must wear a Blood 
Red Fez, and inscribe the hieroglyphs written on the Fez 
while speaking the ritual. He or she must then sacrifice 15 
points of POW, and make eye contact with the Rival Con- 
troller and succeed in an opposed POW roll (if there is no 
rival controller, the challenger must succeed in a regular 
POW roll). 


If the opposed roll fails, the challenger can try again each 
subsequent round, at an additional cost of 15 POW for 
each attempt. 


If the opposed roll succeeds, the challenger’s Fez becomes 
the dominant Fez. The challenger can then elect to destroy 
the Fezzes. This is instant. The destroyer loses 1D10 Sanity 
points. Current wearers of any Fezzes make a Hard POW 
roll or their head explodes—if they succeed they are able 
to throw the Fez away in the split second between when 
it loosens and when it detonates. The challenger’s Fez de- 
flates, corrupting into a red paste which drips down his or 
her face and leaves a permanent stain, costing 5 APP. 


МАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАШАМАМАМАМАШ 
САЗИСНЕ ON THE ORIENT EXPRESS 


By Geoff Gillan 


THe Orient Express м МСТОМАМ TIMES 


The Orient Express was a creation of the Gas- 
light era. Its development and success built on 
the emerging wealth of the industrial revolution, 
a rise in the capacity of a new wealthy class to 
travel internationally, and the development and 
refinement of new technologies such as the lo- 
comotive and the overnight sleeping car or Pull- 
man car. A new era of international travel saw 
the rise of guides such as Bradshaws, Baedeckers, 
and travel companies like Thomas Cook & Son, 
and Georges Nagelmackers’ La Compangnie In- 
ternationale des Wagons-Lits (CIWL), creators 
of the Orient Express. Nagelmackers managed in 
the Orient Express to combine two things criti- 
cal to middle and upper middle class travelers: 
efficiency of service and luxury of surroundings. 

One of the most ambitious aspects of the 
Orient Express in its developmental years was 
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the Company’s opening up of regions east of 
Vienna which had not previously known effi- 
cient train travel. Even in Western Europe, Na- 
gelmackers and his team’s efforts to have a uni- 
fied express train across so many countries with 
so many gauges, timetables and systems of their 
own, was a marvel of organization and com- 
mercial diplomacy. 

The Orient Express commenced in 1883, be- 
ginning with a grand inaugural trip. There was 
initially no continuous rail line between Paris 
and Constantinople, which was not completed 
until 1891. The initial route had interruptions 
at Nish in Serbia—with carriages taking passen- 
gers to the Black Sea, and then a 15-hour voyage 
across the Black Sea between Varna and Con- 
stantinople which was notably uncomfortable. 
The train was known initially as the Horaire du 
Grand Express Du Orient. With the full line com- 
pleted the train officially became the Orient Ex- 
press that year. The Gaslight era Orient Express, 
with no air service to compete with, was also the 
fastest way to Turkey, with a three night, four 
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Gaslight Era Timeline 


1883— October 4: Inaugural run of the Orient Express. 


1887—An entire set of carriages built to accommodate 
the President of France. The later ones built for the Rus- 
sian Tsar go one better and are gilt-edged and have golden 
bathroom fittings. Tsar Nicholas II is impressed enough he 
grants Nagelmackers the right to run his coaches on the 
Trans-Siberian Railway. 


1891—January: The Orient Express jumps the rails and 
crashes through the station terminal wall and into the res- 
taurant hall of Frankfurt-am-Main Central station. No- 
one was seriously hurt. 


1891—Railway Line completed through Bulgaria which 
links Western Europe with Turkey. The Orient Express is 
now a continuous journey in the same railway cars from 
Paris to Constantinople. 


1891—May 31: Robbery of the Orient Express by Greek 
bandits at Cherkes Keui, a Turkish town in East Thrace, 60 
miles out of Constantinople. The train is derailed, passen- 
gers robbed and some Germans taken hostage for ransom. 
The hostages are later released unharmed and the bandit 
leader is never caught. 


1892—Cholera epidemic in Turkey. Trains quarantined for 
a time. Mail sprayed with disinfectant. 


1892—Severe winter blocks the train with snow at various 
places. CIWL ends running catering as a concession when 
it loses many staff, and creates its own catering corps. 


1892-1894—The Pera Palace hotel, owned by the CIWL, is 
built in Constantinople, catering to passengers of the Ori- 
ent Express. 


1893—CIWL commences negotiations for a trans-channel 
link across the English Channel. These are not to come to a 
satisfying conclusion until well into the new century. 


1894—CIWL opens its second luxury hotel in Constanti- 
nople, the Therapia Summer Palace. 


1895—Treaty between Switzerland and Italy signed to 
agree to the building of a tunnel under the Alps. Build- 
ing commenced in 1899. The Simplon Tunnel will not be 
officially opened until May 1906. The Simplon Tunnel be- 
comes the key to the Simplon-Orient express route in the 
1920s. 


1898—The Orient Express becomes so famous it forms the 
theme of a Cabaret act in Montmarte in Paris. 


1899—A bridge collapse in Turkey plunges the Orient Ex- 
press into a river. Miraculously there is no loss of life. The 
CIWL puts out brochures celebrating how safe their car- 
riages are and turns this into a PR success. 


The Pera Palace 
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day trip. A steamer trip took around ten days to 
complete. 


BOARDING THE Express 


PREPARATION AND BOOKING 


Tickets on the Orient Express can be booked 
in any booking agency, including railways and 
Thomas Cook & Son. The CIWL maintains its 
own booking offices also, the main and grandest 
in Paris. The Orient Express costs £58 pounds 
per person, and £44 for a servant. This comes to 
£160 for a couple travelling with servant, which 
is sometimes the case. 


ADVICE ON TRAVEL 


Advice on travel can be gleaned from guides 
such as Baedeckers and Bradshaws and for the 
American traveler, Harpers. These guides have 
proliferated and specialized by the 1890s and 
can be on such topics as European railways, in- 
dividual European countries, groups of Western 
and Eastern European Countries, and Turkey 
itself. Travelers can even find guides to individ- 
ual cities. The guides are relatively inexpensive; 
the Bradshaws Continental Railway Guide in 
hardcover costs 3 shillings and sixpence. The 
guides cover everything from transport times, 
hotel accommodation, tips for travelers, plac- 
es to see, demographic figures and local his- 
tory. Examples of these guides can be viewed 
on archives.org or Google books with a simple 
search, for those who are curious. 

Remember that a complete trip on the Ori- 
ent Express is also a trip to Turkey, where trav- 
elers will stay before returning, or may use for 
the jumping off point of a trip to the east. A 
main reference for 1890s travelers is Bradshaw’s 
Guide to Turkey. Bradshaw’s is scathing about 
early 1890s Constantinople. It is easy to see why 
Nagelmackers saw a market for a luxury ho- 
tel for his passengers. Bradshaws recommends 
staying at Missiri’s Hotel in Pera, the then Eu- 
ropean centre of Ottoman Constantinople— 
‘dreary on 18 shillings a day but all the English 
are there’. It also recommends taking ‘your own 
cutlery, teapot and condensed milk, a Deane 
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and Adams revolver (this is a 1850s handcraft- 
ed revolver, a five shot percussion pistol, rath- 
er old fashioned) and a collapsible bath. Later 
commentators note the very European nature 
of Pera and the many hotels that by then can be 
patronized. This is encouraged by the Ottoman 
attempt to ‘Europeanize’ their capital. 


ON Водар THE Express 


Keepers should use the details of the 1920s Ori- 
ent Express in terms of configuration of cars, 
overall interior design of carriages, services of- 
fered by the Chef de Train and other CIWL staff 
and capacity of baggage cars. 

Key differences that may have an impact on 
an adventure are: 


TRAIN CONFIGURATION 


Fewer sleeping carriages service the 1890s run. 
Typically in the 1880s and 1890s there were 
only two sleeping cars: one through-car Paris 
to Constantinople, the other picking up and 
putting down passengers along the way. In busy 
periods additional carriages could be added. By 
1909 an additional car was standard. The same 
number of baggage cars, a single restaurant car 
and salon car as the 1920s run was usual. 


THE ORDER OF CARS WAS: 
Locomotive 

Luggage Car (Fourgon) 

Restaurant Car (Wagon-Restaurant) 
Sleeping Car (Wagons-lits) 

Sleeping Car (Wagons-lits) 
Smoking and Salon Car 
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Luggage Car (Fourgon) 
CARRIAGE CONSTRUCTION: 


Carriages were not blue steel but constructed 
of hardwood. Steel carriages did not come into 
regular use until the twentieth century. 


COMPARTMENTS AND FITTINGS: 


Compartments are largely configured as in/the 
1920s with a few exceptions. Sleeping cars hold 
20 not 16 passengers, with double cars tending to 
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be being used by servants or those booking late. 
Bellpulls can be activated between single and 
double cars to call servants. Later cars have addi- 
tional plumbing fittings, since plumbing on the 
1890s train was more primitive than the 1920s. 
Note that there are technically no second class 
tickets in the 1890s express, though there is a 
servant's price for the shared compartment. (See 
above). The carriages are lit by gaslight rather 
than electric. Remember though that contempo- 
raries will find the accoutrements of a CIWL car 
a marvel of modern convenience. These really 
are state-of-the-art carriages for the time. 

We recommend that keepers use the same 
train car plans for the 1890s as for the 1920s, 
choosing the utility of the handout over strict 
historical accuracy. 


INTERIOR DESIGN: 


The interior design of the Gaslight train is in- 
credibly ornate. The salon and restaurant cars 
are especially impressive. Unlike modern trains 
the furniture is not fixed, but free standing. The 
CIWL staff can and do change the configura- 
tion of the dining and lounging areas regularly. 
This can also accommodate the special needs of 
important passengers. The Salon also boasts a 
small library of European books. 


TRAIN TIMES: 


Foxwell's 1888 Express Trains English and For- 
eign notes that the Orient Express service is no- 
tably slower in western Europe than many local 
trains, but between Vienna and Constantinople 
is speedier and more reliable than any other 
service. Keepers should note that investigators 
or enemies dumped off the Express between 
Paris and Vienna may well be able to head off 
the train and rejoin the same service by taking 
a series of fast local trains. Sound knowledge of 
such services would be necessary. Between Vi- 
enna and Constantinople this is unlikely. A tru- 
ly fast horse riding cross country might over- 
take the train between some points, depending 
on the terrain, but never over long distances. 
Train times can also be affected by grades and 
local conditions, especially east of Vienna, thus 
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the times going Paris-Constantinople do not 
also match exactly those on the return journey. 


DEPARTURE POINT: 


The official departure point of the Gaslight era 
Orient Express is Paris's Gare de L'Est station. 
Local services run between London and Calais 
and thence Paris. The Orient Express of the era 
is typically referred to as a Paris-to-Constanti- 
nople Express. Francophiles are one-up on An- 
glophiles this time. 


Timetable 


Train stops at each station for around 10 minutes 
except Budapest where it waits twenty minutes. 


PARIS~CONSTANTINOPLE (DEPARTS MONDAYS, 
WEDNESDAYS AND SATURDAYS) 


DAY 1 
Paris departs 7:30 pm 
*Chalons-Sur-Marne 10.26 pm 


DAY 2 
Strasburg 3:43 am 
Stuttgart 6:41 am 
Ulm 8:18 am 
Munich 10:21 am 
Salzburg 12:46 pm 
Vienna Westbahnhof 5:50 pm 
Vienna Staatsbahnhof 6:49 pm 
Budapest 11:00 pm 


DAY 3 
Belgrade 5:40 am 
Nisch 10:57 am 
Sofia 4: 05 pm 


DAY 4 
Constantinople 10:43 am 


*Note: London passengers depart Victoria station around 
10:00 am at London to Dover by train. Then take steamer 
from Dover to Calais. Then train from Calais to Chalons 
Sur Marne where they meet the Orient Express out of Paris. 
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CONSTANTINOPLE~PARIS (DEPARTS TUESDAY, 
THURSDAY~ AND SATURDAY) 


DAY 1 
Departs Constantinople 3:16 pm 


DAY 2 
Sofia 8:15 am 
Nisch 10:58 am 
Belgrade 4:17 pm 


DAY 3 
Budapest 1:00 am 
Vienna Staatsbahnhof 7:10 am 
Vienna Westbahnhof 9:00 am 
Salzburg 2:33 pm 
Munich 5:23 pm 
Ulm 7:41am 
Stuttgart 9:14 pm 


DAY 4 
*Strasburg 12:18 am 
Paris 7:33 am 


*Note: Unlike the outbound journey London passengers 
leave the train at Strasbourg a little after midnight and join 
a train to Ostend where they take steamer to Dover and 
then a train to London. 


Tews and Stations 
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CITY 


Paris, France is one of Europe's great cities, as 
much in the 18908 as ever. This period is part of 
France's Belle Epoque, a time of scientific, tech- 
nological and artistic advancement. Paris is con- 
sidered the epicenter of culture, art, luxury and 
elegance. Less refined culture is represented by the 
cabarets including the Moulin Rouge, home of 
the can-can dance, and the Folies Bergere and the 
Bohemians of Montmarte. It has superb libraries 
such as the Bibliothéque Nationale and art gal- 
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leries such as the Louvre. Parisian hotels can cost 
anything from 4 francs to 25 francs a day; every 
modern amenity is available in the best of them. 


STATION 


The Orient Express departs from Paris's Gare 
de LEst station. First opened in 1849 this is a 
major terminal for Paris’ eastern trains. The 
station was recently renovated in 1885. It boasts 
grand architecture including a row of impres- 
sive archways at its entrance. 


CHÂLONS Sun — MARNE 


CITY 


Chalons is a town on the Marne River in the 
Champagne region of France. It is notable for 
its gothic and medieval architecture and for its 
rising industry especially in textiles. The region 
is also famous for the production of cham- 
pagne wine. It also has a military training camp 
nearby for the French army. Historically Cham- 
pagne was one of the main recruiting grounds 
for the knights of the Fourth Crusade. 


STATION 


Chalons-sur-Marne station is a major hub of 
the French railway network and is busy night 
and day with trains coming and going. The sta- 
tion itself 15 a little like an old country manor 
with a sweeping veranda in front of it, lined 
with coaches and drivers. 


STRASBOURG 


CITY 


Strasburg is a city of the region of Alsace and 
Loraine, formerly part of France but recently 
annexed to the German Empire in 1871, follow- 
ing a siege by the Prussians. The bombardment 
destroyed the public library, art museum; and 
many other buildings, some of which are.still 
being rebuilt. Its people are called Alsatian and 
speak German and French. It sits on the-Rhine 
and boasts one of the river's most vital ports. 
Strasburg tourists go to its medieval era Cathe- 
dral and spire, the latter the highest in the world. 
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The Lówenbráu Keller Brewery, Munich, 1885 


STATION 


Strasburg is another key station of the Euro- 
pean rail network. It is a large Victorian edifice 
that is quite forbidding. 


STUTTGART 


CITY 


Stuttgart is the capital of the German Empire’s 
Kingdom of Wiirtemberg, reigned over by 
King William II since 1891. Its population is 
around 120,000. Contemporaries note it for its 
cleanliness and how orderly it is. It has a nearby 
castle from the 11th century, and a sizable li- 
brary. The King’s stables and Grecian villa can 
also be visited. 


STATION 


The Staatsbahnhof station has seen increasing 
traffic since its construction in 1846 and has 
now expanded from 4 tracks to 8, as of 1867. It 
is still very congested though, and will require 
rebuilding again by 1900. 


PEN 


CITY 


This Würtemberg city has a population of 
around 37,000. An old Imperial town and for- 
tress on the Danube, at the foot of the Swabian 
alps and on the border with Bavaria. It has a 
number of old churches, a military post and an 
archive. New Ulm sits on the Bavarian side op- 
posite Ulm and is connected by two bridges. 
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STATION 

Ulm is а large, busy station with workshop and 
marshalling yard. Іп the early 1890s it is being 
expanded with new lobby, underpass and mar- 
shalling yard. 


MlüNcH 


CITY 


Münich is a city of the German Empire known 
for its works of art and fine jewelry. Gaslight era 
guidebooks consider it one of the finest cities in 
Europe. Tourists may wish to take in the mag- 
nificent Royal Palace one of the many art and 
sculpture galleries. There are also a number of 
museums including the Anatomical Museum. 
The public library of Münich is, after Paris, the 
era's largest library with over 800,000 volumes 
not counting manuscripts and engravings. 


STATION 


The Orient Express uses the Münich East Sta- 
tion or München Ostbahnhof in German. It is 
the third of Münich's stations and constructed 
recently in 1871. 


SALZBURG 


CITY 


Salzburg is an Austrian city with around 30,000 
population. The town sits on the banks of the 
Salzach River. It was once the capital of a pow- 
erful ecclesiastical principality until 1802 and 
many religious sites dot the city including ca- 
thedrals, monasteries and nunneries and even 
the burial ground of St Peter. It is also famous 
as the birthplace of Mozart and there is a Mo- 
zart Museum. Much of the town is old and 
boasts some remarkable examples of architec- 
ture from many different eras. 


STATION 


The State Railway Station is on the north side 
of town. It has two separate waiting rooms with 
restaurants in each, serving different lines. 
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VIENNA 


CITY 


Vienna, Austria is another major city of Eu- 
rope. It is the capital of the Austrian Empire 
with over a million in population. Vienna is an 
ancient city and sits on the river Danube. Trav- 
elers to Constantinople may note that among 
its many sieges it was besieged by the Turks in 
1683 before they were slaughtered by the Pol- 
ish. Vienna is a great circle around twelve miles 
across and its Old City is around three miles 
across. It boasts fine promenades, including the 
famous Ringstrasse and two famous parks, the 
Prater and Augarten. Its wealth and size make it 
a rival to London and Paris. It is notable in this 
era for its number of minor nobility, having 
countless Princes, Counts and Barons, over two 
hundred families in all. Investigators seeking a 
new treatment for insanity may seek out Doc- 
tor Sigmund Freud, who has consulting rooms 
in Vienna. 


STATION 


Vienna has a number of railway terminals. The 
ones the Orient Express uses are Vienna West- 
bahnhof (Vienna West) and Vienna Staats- 
bahnhof (Vienna National). 


> Vienna Westbahnhof: Westbahnhof is 
one of the largest of Vienna’s stations 
with four tracks, an arched main hall and 
side wings for arrivals and departures. 


> Vienna Staatsbahnhof: This southern 
railway is Vienna’s largest, a massive 
edifice completed in 1874 and built on 
the site of an older, smaller station. 


BUDAPEST 


CITY 


Budapest is, after Vienna, the key city of the 
Austria Hungary Empire. In 1872 it was formed 
by the unification of four towns including Pest 
and Buda. The city is the capital and residence 
of the King of Hungary. It is main trade is grain. 
It sits on the Danube and has a population of 
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750,000. Most speak Magyar or German. It has 
many ancient buildings, including churches 
and its National Museum boasts many antiqui- 
ties. Travelers may also wish to visit the Hun- 
garian Science Academy. 


STATION 


Budapest has four major stations. The Orient 
Express uses the West Station of the Hungarian 
State Railways. 


BELGRADE 


CITY AND STATION 


Belgrade is the capital of the Kingdom of Serbia 
since 1882 and has around 70,000 population. 
It sits on a promontory of the Danube and Save 
Rivers. Its King is Alexander I. The city has a 
strong Turkish influence, since the Ottomans 
have only been expelled here from 1867. 


NiscH 


CITY 


Nisch or Niš is a city in the Kingdom of Serbia 
and sits on the Nisava River. Nisch was liberated 
from the Ottomans in 1878. Since then an am- 
bitious program has founded a public library, 
a Royal Academy, and established the publica- 
tion of a local newspaper. In 1897 its citizens 
see their first motion picture. 


STATION 


The railway station is very new: it and the first 
railway line joining Belgrade were completed in 
1884. In 1885 Nisch was the last station on the 
Orient Express until the railway was built join- 
ing Nisch and Sofia. 


ЗОНА 


СІТҮ 


Sofia is a city іп the Principality of Bulgaria 
with a population of around 12,000. Sofia was 
taken from the Ottomans by Russian forces in 
1878 and initially meant to be part of a major 
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Bulgarian state, agreed on by the two parties. 
Fearing a large vassal state of the Russians the 
western Europeans supported a smaller Prin- 
cipality under the Ottomans. Bulgaria will not 
become an independent Kingdom until 1908. 
Sofia is an extremely diverse city and some of 
its buildings go back to Roman constructions 
of the fourth century. The Bulgarian Academy 
of Science is a notable centre of learning here. 


STATION 


The building of this new station in Bulgaria 
was the last element to creating Nagelmackers’ 
dream of having one continuous train journey 
from Paris to Constantinople. 


CONSTANTINOPLE 


For details on Gaslight era Constantinople, see 
the adventure “The Blood Red Fez”. 


OTHER CONSIDERATIONS 


TELEGRAPH - THE VICTORIAN EMAIL 


The telegraph is the Victorian equivalent of the 
email or other instant message. It is fast, reliable 
and ubiquitous. In the Sherlock Holmes canon 
Holmes is constantly sending off telegrams and 
tearing open replies. Telegraphs across the Eu- 
ropean continent as far as India and Constanti- 
nople have been available since the 18608. It is, 
however, very expensive over long distances. The 
standard 25 word telegraph message cost a little 
over £1 to send from London to Constantinople. 
Telegraphs tend to be sent care of post offices, 
hotels or railways and local messenger services 
then take the message—a telegram—to the door. 
Keepers should keep this in mind should inves- 
tigators wish to send messages. There is a delay 
in reply however, depending on local times and 
hours of business and capacity of the recipient to 
return an answer. Keepers should allow around 
12 hours for a message to get through and 24 for 
a reply, depending on dramatic needs. Keepers 
may wish to note that devout Turks dislike tele- 
graph wires anywhere near mosques, since they 
believe the wires hum with the voice of Satan. 
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In the Ottoman Empire the telegraph operators, 
French speaking and with a modern orientation, 
are as a group strongly allied against the Sultan 
in favor of modernization. On board the Orient 
Express messages can be sent by telegraph from 
station to station. 


FURTHER READING 


Much of the writing about the nineteenth cen- 
tury Orient Express centers on its inaugural 
run. Most general Orient Express books, such 
as Burton and Cookridge (see general bibliog- 
raphy) concern themselves with the glamour 
and drama of the first trip but Burton is espe- 
cially useful in some of the details of the ear- 
lier pre-1920s service. At least one of those оп 
board, Henri de Blowitz, has described the in- 
augural trip in his memoirs, now available on- 
line. George Macdonald Fraser in his wonder- 
ful Flashman series has a fictionalized account 
which places Flashman on board (see “Тһе Road 
to Charing Cross' in Flashman and the Tiger). 
Bram Stoker's vampire hunters in Dracula use 
the Orient Express to head off Dracula's ship 
at Varna. The details of cities and stations have 
been constructed from modern travel sites and 
encyclopedias, including Wikipedia, but where 
possible have been drawn directly from nine- 
teenth century (or early twentieth century) 
sources, chief among them Baedeker's Austria- 
Hungary, Including Dalmatia and Bosnia and 
Austria, including Hungary, Transylvania, Dal- 
matia, and Bosnia: a handbook for travelers, and 
Harper's Hand-book for Travelers in Europe and 
the East : being a guide through Great Britain 
and Ireland, France, Belgium, Holland, Germany, 
Austria, Italy, Egypt, Syria, Turkey, Greece, Swit- 
zerland, Tyrol, Denmark, Norway, Sweden, Rus- 
sia, Spain, and Portugal and Bradshaw's Illus- 
trated Hand-book to Germany. The latter can all 
be found at archives.org and are a rich resource 
for gamers keepers and players seeking verisi- 
militude. Finally a special thank you to Thomas 
Cook who provided a rare detailed timetable for 
the original Orient Express. 
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PARIS~CONSTANTINOPLE TRAIN PASSENGERS 


COUNT RUDOLPH RAZUMOSKY, 
Age 55, Russian Noble 
STR 55 CON 65 


POW 70 DEX 65 
Sanity 70 Build: 0 


SIZ 60 INT 75 
APP 60 EDU 80 
Move:6 HP: 12 


Damage Bonus: 0 


Brawl 40% (22/8), damage 1D3 
Derringer 40% (22/8), damage 1D6 
Walking Stick 40% (22/8), damage 1D6 
Dodge 32% (16/6) 


Skills: Credit Rating 75%, Listen 59%, Persuade 66%, 
Spot Hidden 42%, Thrash Serf 80%. 


Languages: English 35%, French 61%, Russian (own) 
85%. 


Equipment: Walking stick 


COUNTESS IRINA RAZUMOSKY, 
Age 25, Russian Countess 


STR45 СОМ50 
POW 60 DEX60 
Sanity 60 Build: 0 


SIZ 50 INT 70 
APP90 EDU 65 
Move:8 НР: 10 


Damage Bonus: 0 

Brawl 50% (25/10), damage 103 

Stiletto 20% (10/4), damage 103 

Dodge 30% (15/6) 

Skills: Art (Music) 40%, Charm 80%, Credit Rating 
50%, Fast Talk 4096, Listen 6096, Persuade 60%, 
Psychology 35%, Sleight of Hand 3096, Spot Hidden 
62%, Stealth 5596. 

Languages: French 6096, German 4096, Russian (own) 
6596. 

Equipment: Handbag, Stiletto. 

Note: The Countess speaks no English, but is fluent in 
French and comfortable speaking German. 


KARLA MINKOFF, Age 34, Russian Com- 


panion 
STR 70 CON 75 651765 INT 60 
POW 75 DEX65 APP65 EDU 70 


Sanity 75 Build: 1 


Dool 2 


Move:8 НР:14 


Damage Bonus: +104 

70% (35/14), damage 1D3+1D4 
.32 Revolver 4096 (20/8), damage 1D8 
Dodge 32% (16/6) 


Skills: First Aid 5096, Listen 6096, Occult 1596, Persuade 
6096, Psychology 5596, Spot Hidden 7296, Stealth 
50%. 


Languages: English 20%, French 15%, Russian (own) 
70%. 


Brawl 


PYTOR TRUBOSKY, 
Age 29, Russian Gentleman 


STR 60 СОМ 60  SIZ60 
РОМ 60  DEX70 АРР80 
Sanity 60  Build:0 Move: 8 


INT 70 
EDU 65 
HP: 12 
Damage Bonus: 0 

50% (25/10), damage 103 
Sword Cane 5096 (25/10), damage 106 
Dodge 3596 (17/7) 


Skills: Credit Rating 55%, Listen 59%, Persuade 60%, 
Psychology 4896, Science (Pharmacy) 4096, Spot 
Hidden 47%. 


Languages: English 55%, French 5496, Russian (own) 
65%. 


Equipment: Sword cane. 


Brawl 


AILEEN MACGREGOR, 

Age 27, Scottish Reporter 

STR 65 CON 60  SIZ 60 INT 70 
РОУ/ 50  DEX70  APP65 EDU 70 


Sanity 50 Build:1 Move: 9 HP:12 


Damage Bonus: +104 

Brawl 50% (25/10), damage 103 + 104 

.38 Revolver 3096 (15/6), damage 1010 

Dodge 3596 (17/7) 

Skills: Art (Writing) 5596, Accounting 25%, Drive Car- 
riage 30%, Fast Talk 62%, Law 25%, І15іеп 55%, 
Persuade 4496, Politics 4096, Spot Hidden 6096; 
Track 3096. 

Languages: English (own) 7096, French 50%, Turkish 
2596. 

Equipment: Notebook, journal, pen and ink set, те- 
volver. Though Macgregor is armed, the gun is for 
when she is in the field. During the trip it is packed 
in her luggage in Fourgon One. 
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ЕСОКОУ, Age 39, 

Counterfeit Serf and Czarist Spy 

STR 70 СОМ40  SIZ55 INT 65 
РОМ 55  DEX60 АРР 35 EDU50 


Sanity 55 ВиШ4:1 Move:9 HP:9 


Damage Bonus: +1D4 


Brawl 60% (30/12), damage 1D3 + 1D4 
Strangle Cord 60% (30/12), damage strangle 

(using drowning procedure) 
Stiletto 54% (27/10), damage 1D3 + 1D4 
Dodge 35% (17/7) 


Skills: Disguise 55%, Dodge 34%, Listen 46%, Phar- 
macy 43%, Sleight of Hand 40%, Spot Hidden 42%, 
Track 55%. 


Languages: Russian 50%. 


Equipment: Weapons. Case with false bottom hiding 
extra passports and currency. 


SCOTT MYERS, Age 22, English Newlywed 
and Dupe of the Blood Red Fez 


STR 55 СОМ 50 $SIZ65 ІКТ50 
POW70  DEX65 АРР70% EDU 65 
Sanity 10* Build:0 Моуе:8 НР: 11 


Damage Bonus: 0 

Skills: Occult 3496, Persuade 27%. 
Languages: English (own) 6596. 
Equipment: A Blood Red Fez. 


* Myers moves through various stages of possession by 
the Blood Red Fez while on board the train. This is 
him as the investigators first encounter him. By the 
time he is a Servant of the Fez his Sanity and APP 
have dropped to 0. 


ELIZABETH ‘ELLIE’ MYERS, Age 19, 


English Newlywed 
STR 40 СОМ60  SIZ45 INT 65 
POWS80  DEX60  APP70 EDU 60 


Sanity 80 Видо Моуе:8 НР: 10 


Damage Bonus: 0 


Skills: Art/Craft (Singing) 4096, Charm 65%, Persuade 
56%, Psychology 35%. 


Languages: English (own) 60%, French 35%. 
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HIERONYMUS MENKAPH, Age 46, 
English self-styled Master of the Fez 


STR 80 СОМ65 651775 INT 80 
РОУ/90  DEX40  APP65 EDU 70 
SanityO  Build:il  Move:7 НР:14 


Damage Bonus: +104 

Magic Points: 18 

50% (25/10), damage 103 + 104 
Dagger 50% (25/10), damage 104 + 1D4 
Dodge 50% (25/10) 


Skills: Anthropology 67%, Archaeology 3296, Cthulhu 
Mythos 4096, Fast Talk 3596, Listen 4096, Occult 
50%, Persuade 65%, Spot Hidden 40%, Stealth 45%. 

Languages: Arabic 6596, English (own) 7096, Latin 5096, 
Turkish 6596. 

Spells: Chant of Thoth, Dominate, Steal Life, Voice of Ra. 


Brawl 


КАРОК, Age 50, Sinister Turkish servant 


STR 85 CON75 651780  INT75 
POW45  DEX60  APP30 EDU S50 
SanityO — Build:2  Move:6 НР:16 


Damage Bonus: +106 

5596 (27/11), damage 1D3 + 106 
Yatagan 7596 (37/15), damage 1D6 + 1D6 
Dodge 4696 (23/9) 

Skills: Stealth 6096. 

Languages: (English) 3096, Turkish (own) 5096. 


Brawl 


MENKAPH'S THUGS, Age 25-35, Willing 


wearers of the Red Fez 


STR 65 CON70 651765  INT55 
POW60  DEX65 АРР 45 EDU 50 
SanityO  Build:il Моуе:9 НР:13 


Damage Bonus: +104 

50% (25/10), damage 1D3 + 1D4 
Yatagan 50% (25/10), damage 106 + 104 

Dodge 32% (16/6) 

Skills: Listen 3596, Spot Hidden 35%, Stealth 50%. 
Languages: Turkish (own) 50%. 


Brawl 


Note: All Thugs are either not wearing Fezzes or cur- 
rently at Stage One. They can be moved to other 
stages by Menkaph if he requires Shadow creatures, 
Fez Servants, and Undead Servitors. 
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MENKAPH'S FEZ SERVANTS, 
age 25-35, Mindless Thralls of the Red Fez 


STR130 СОМ 140 51265  INT55 
POW 60  DEX65 АРР 45 EDU50 
SanityO Вшд:1 Моуе:9 НР: 20 
Damage Bonus: +106 

Brawl 50% (25/10), damage 103 + 106 
Skills: None. 

Languages: None. 


Note: These statistics are for Fez-wearing thugs who 
have been accelerated to the Servant stage. 


BENTLEY BURNHAM, Age 44, Devious 


Blackmailer 


STR 45 CONS0 651755 INT 75 

POW65  DEX55 АРР40 EDU 70 

Sanity 30 Build:0 Моуе:7 НР: 10 

Damage Bonus: 0 

.22 Revolver 5096 (25/10), damage 1D8 

Brawl 5096 (25/10), damage 1D3 

Dodge 40% (20/8) 

Skills: Blackmail 7596, Fast Talk 6096, Listen 5596, Per- 
suade 60%, Spot Hidden 65%, Stealth 70%. 


Languages: English (own) 7096, French 4596, German 
4096. 


SECOND SLEEPING CAR PASSENGERS 


ILSA VON HOFLER, Age 23, Daughter of 


the Baron and Adventuress 


STR 55 CON 65 3245 ІКТ75 
POW 75 DEX80  APP80 EDU75 
Sanity 75  Build:0 Моуе:9 НР: 11 


Damage Bonus: 0 


Brawl 40% (20/8), damage 1D3 
32 Revolver 50% (25/10), damage 1D8 
Dodge 42% (21/8) 


Skills: Credit Rating 60%, Disguise 66%, Fast Talk 55%, 
Library Use 33%, Persuade 35%, Pharmacy 25%, 
Spot Hidden 40%, Stealth 60%. 

Languages: Arabic 20%, English (own) 40%, German 
75%, Turkish 20%. 
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МАМАМАМАМАШАМШАШАМАШАШАШАШАМА 
The Yatagan 


Тһе Yatagan is a slim Turkish sword popular with the 
Ottomans, and often used in the military in place of 
а bayonet. It has two ‘ears’ on the pommel and по 
hilt guard. It is often decorated lavishly on the hilt 
and blade and has a wood and velvet scabbard—the 
latter usually decorated to match the hilt. The Yata- 
gan is generally carried thrust through a belt or sash. 


The Yatagan does 1D6 damage and uses the Fighting 
(Sword) skill. 


NA ANA ANA ANA ANA A ANA ANA 


BARON LEOPOLD VON HOFLER, 
Age 49, Austrian Noble and Occultist 


STR 70 СОМ 50 651765  INT75 
РОМ 105 DEX60  APP65 EDU 80 
Sanity 27 Build:1 Моуе:7 HP:11 


Damage Bonus: +1D4 


Brawl 55% (27/11), damage 1D3 + 1D4 
Cane 55% (27/11), damage 1D4 + 1D4 


Ceremonial 55% (27/11), damage 1D3 + 1D4 
Dagger 


Dodge 30% (15/6) 
Skills: Credit Rating 87%, Cthulhu Mythos 40%, 
Disdain Inferiors 76%, Fast Talk 35%, History 55%, 


Library Use 63%, Occult 65%, Persuade 55%, Spot 
Hidden 40%. 


Languages: Arabic 25%, English 60%, German (own) 
80%, Latin 50%, Turkish 20%. 


Spells: Mesmerize, Elder Sign, Voorish Sign. 


MONSTERS AND OTHER ENTITIES 


SHADOW SPAWN 
OF THE BLOOD RED FEZ 


Shadow Spawn of the Blood Red Fez are created when 
someone wearing the Blood Red Fez moves to Stage Two. 
The Spawn looks vaguely humanoid but mostly- shad* 
owy and two dimensional. It has a distended maw and 
ragged wings and long misshapen arms and legs. It bears 
a disturbing resemblance to whoever is wearing the Fez 
that created it. Those who know the wearer lose ап ада - 
tional point of Sanity from seeing a Shadow Spawn. It is 
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UNDEAD SERVITORS OF THE 
BLOOD RED FEZ (Lesser Servitor Race) 


an entity sprung from unwholesome congress of Fez and 
wearer but also independent, hence it has its own POW 
and INT stats. 


SHADOW SPAWN OF THE BLOOD 
RED FEZ (Lesser Servitor Race) 


STR 47 ([1D6+6] x5) 
CON 52 (3D6 x5) 

SIZ 77 ([1D64-12] x5) 
INT 65 ([2D64-6] x5) 
POW 52 (3D6 x5) 
DEX 95 ([2D6+12] x5) 
HP: 12 


Damage Bonus: 0 

Build: 0 

Magic Points: 10 

Move: 18, shadowy slithering 


ATTACKS 
Attacks per round: 1 


Fighting Attacks: The spawn attacks by rending and 
clawing. 


Fighting 9096 (45/18), damage 1D4 


Armor: immune to all physical weapons and damage. 
Enchanted weapons, magic and other supernatural 
powers affect them as normal. If struck directly with 
a light source such as a lantern, the Shadow Spawn 
loses 1D6 hit points. If these creatures are injured 
they will retreat to their host in 1D4 rounds. 


Skills: Stealth 9596. 
Spells: Shadow Void 
Sanity Loss: 1/1D6 Sanity points to see a Shadow Spawn 


of the Blood Red Fez. One additional Sanity point is 
lost if it resembles someone known to the witness. 


UNDEAD SERVITORS 
OF THE BLOOD RED FEZ 


Undead Servitors of the Blood Red Fez are created when 
a victim or willing sacrifice wearing a Blood Red Fez 
passes the fourth stage and dies. The victim rises within 
1D10 rounds and becomes a thrall of the wearer of the 
controlling Blood Red Fez. Without a controller (for in- 
stance if a controller does not exert direct influence or is 
more than a half a mile away from the creature) the thing 
rampages, biting, clawing and chewing on its victims. 
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STR 77 ({1D6+12] x5) 
CON 77 ({1D6+12] x5) 
SIZ 65 ([206+6] x5) 
POW 17 (1D6 x5) 

DEX 35 (2D6 x5) 

HP: 14 


Damage Bonus: +104 
Build: 1 

Magic Points: 3 

Move: 8 


ATTACKS 
Attacks per round: 1 


Fighting Attacks: The creature attacks by biting, claw- 


ing and chewing on its victims. 
Fighting 50% (25/10), damage 104 + 1D4 


Armor: none, but impaling weapons do 1 point of dam- 


age and all others do half damage 
Spells: None 


Sanity Loss: 1/1D8 Sanity points to see an Undead Ser- 
vitor of the Red Fez. One additional Sanity point if it 


is someone known to the witness. 


MM MM MM MM MM MM 
New Spells 


SHADOW VOID 
Cost: 1D6 Magic Points. 


Casting Time: Instantaneous. 


This spell subjects the target to immersion in shadow. 
The sensory deprivation is complete and at the same 
time victims are tweaked and plucked by invisible 
hands for 1D4 damage. The experience overwhelms 
the target and renders them incapable of action for 
1D10 rounds. It can be resisted by the target on a 
Hard POW roll. Victims lose 1D6 Sanity. Double the 
Sanity loss if victims are currently insane. 
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OTTOMAN CONSTANTINOPLE 


PROFESSOR DEMIR, Age 55, 
Turkish Academic and Occultist 


STR 60 CON 70 651770  INT85 
POW 70 DEX55 APP70 EDU91 
Sanity 62 Build:1 Move:5 HP: 14 


Damage Bonus: +1D4 
Brawl 50% (25/10), damage 1D3 + 1D4 
Dodge 32% (16/6) 


Skills: Anthropology 66%, Credit Rating 50%, Cthulhu 
Mythos 20%, Fast Talk 45%, History 75%, Library 
Use 83%, Occult 78%, Persuade 40%, Psychology 
42%. 


Languages: Arabic 65%, English 50%, Greek 60%, Per- 
sian 70%, Turkish (own) 95%. 


BARLAS, Age 17, Son of Professor Demir and 
Kidnap Victim 
STR 60 CON 60 


РОМ 65 DEX55 
Sanity 58 Build: 0 


SIZ 55 INT 75 
APP 65 EDU 60 
Move:8 НР: 11 
Damage Bonus: 0 

Brawl 50% (25/10), damage 1D3 

Dodge 50% (25/10) 

Skills: Spot Hidden 35%, Stealth 40%. 
Language: English 5096, Turkish (own) 60%. 


ТОРКАК, Age 24, Son of Professor Demir 


STR 70 СОМ 65 51760 INT 70 
РОМ 65  DEX55 АРР65 EDU 60 
Sanity 61 Build:1 Моуе:8 НР: 11 


Damage Bonus: +1D4 

Brawl 50% (25/10), damage 1D3 + 1D4 
Dodge 40% (20/8) 

Skills: Library Use 40%, Spot Hidden 35%. 
Language: English 50%, Turkish (own) 70%. 


RANA, Age 20, 

Student and daughter of Professor Demir 
STR 55 CON 70 51760 = INT 80 

POW 75 DEX70 APP65 EDU75 


Sanity 72 Build:0 Моуе:8 НР: 13 


Damage Bonus: 0 
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Brawl 50% (25/10), damage 103 
Dodge 40% (20/8) 


Skills: Art/Craft (Writing) 50%, Library Use 60%, Spot 
Hidden 35%. 


Languages: Arabic 65%, English 50%, Persian 60%, 
Turkish (own) 75%. 


TURKISH POLICEMAN, Age 35 


STR 70 CON 70 SIZ65 INT 60 
POW 60  DEX65  APP55 EDU50 
Sanity 60 Build:1 Моуе:8 НР: 13 


Damage Bonus: +1D4 

Brawl 60% (30/12), damage 1D3 + 1D4 
.38 Revolver 50% (25/10), damage 1D10 
Yatagan 50% (25/10), damage 1D6 + 1D4 
Dodge 40% (20/8) 


Skills: Law 40%, Listen 35%, Spot Hidden 35%, Stealth 
50%. 


Language: Turkish (own) 50%. 


CULTISTS, Age 20-40 
STR 65 СОМ60  SIZ60 INT 45 
POWS50  DEX65 APP50 EDU 40 


Sanity 50 Build:1  Move:9 НР: 12 


Damage Bonus: +104 

Brawl 50% (25/10), damage 103 + 1D4 

Rifle 5096 (25/10), damage 2D6 

Yatagan 50% (25/10), damage 106 + 104 

Dodge 32% (16/6) 

Skills: Listen 3596, Spot Hidden 35%, Stealth 50%. 
Language: Turkish (own) 4096. 


Note: Cultists may be wearing Fezzes but will likely be 
in Stage One or Two unless Nisra has accelerated 
them. They can be moved to other stages by her if 
she requires Shadow Creatures, Fez Servants, and 
Undead Servitors. 


FEZ SERVANT CULTISTS, Age 20-40 


STR 130 СОМ 120 51760 = INT 45 
POW 50  DEX65 APP5 EDU 40 
Sanity 50 Build:1  Move:9 НР: 18 
Damage Bonus: +1D6 

Brawl 50% (25/10), damage 1D3 + 1D6 
Dodge 32% (16/6) 

Skills: None. 

Language: None. 
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Note: These statistics are for Fez-wearing cultists who 
have been accelerated to the Servant stage. 


TURKISH SAILORS, Ages 25-45 


STR 75 CON 85 
РОМ 50  DEX 60 
Sanity 50 Build: 1 


SIZ 75 INT 50 

APP55 EDU 45 

Моуе: 8 НР: 16 

Damage Bonus: +104 

60% (30/12), damage 103 + 104 

Rifle 40% (20/8), damage 206 

Knife 60% (30/12), damage 104 + 104 

Dodge 30% (15/6) 

Skills: Art/Craft (Fishing) 7596, Art/Craft (Woodwork) 


Brawl 


60%, Pilot Boat 7096, Listen 5596, Spot Hidden 45%. 


Language: Turkish (own) 4596. 


NISRA THE DAUGHTER OF FATE, 
Age 28, Debauched Harem Girl 


STR 45 CON60 51750 INT 70 
POW 85  DEX85  APP90 EDU 55 
SanityO — Build:0 Моуе:8 НР: 11 


Damage Bonus: 0 

Ceremonial Dagger 50% (25/10), damage 104 

Dodge 62% (31/12) 

Skills: Art (Dance) 9096, Charm 8096, Cthulhu Mythos 
3096, Fast Talk 6596, Jump 5596, Library Use 4396, 


Occult 6896, Persuade 8096, Psychology 4096, Stealth 
70%. 


Languages: Arabic 45%, English 30%, Turkish (own) 55%. 


Spells: Mesmerism, Dance of the Gelin*, Golden Cage 
of Desire*, Favored of Yog-Sothoth (only after she 
has read it in The Whispering Fez), Fez rituals, 
other spells as keeper prefers, although none of the 
Call or Summon deity kind. 


*New spells described to right. 


PRINCE RAMAZAN, 

Age 29, Doomed Princeling 

STR 35 CON 40 512750 INT 55 
POW 35  DEX55 АРР50 EDUS5 
бапну0  Build:0 Move:7 НР:9 


Damage Bonus: 0 

Dagger 5096 (25/10), damage 1D4 

Dodge 2796 (14/5) 

Skills: Fast Talk 4596, Occult 1496, Persuade 4096. 


Languages: Arabic 35%, English 2096, Turkish (own) 55%. 
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New Spells 


DANCE OF THE GELIN 
Cost: 1D4 magic points; 1 Sanity point. 


Casting time: Duration of dance 


The Gelin is a folkloric Turkish demon who takes the 
form of a bride on a white horse and seduces and kills 
foolish men. Casting the spell also requires a success- 
ful Art (Dance) roll. The spell overwhelms the target 
with desire for the caster so that the target becomes 
susceptible to the caster for the next 24 hours. Victims 
can make a Hard POW roll hourly to see if they come 
out of the effects of the spell. The spell only renders 
the victim suggestible to the caster, not entirely with- 
out free will. The victim loses one Sanity point. 


GOLDEN CAGE OF DESIRE 


Cost: Magic points equal to victim’s total magic 
points; 5 Sanity points to cast. 


Casting time: Varies (see text). 


The Golden Cage turns desire into a trap for the un- 
wary and weak-minded. The victim must be desirous 
of a particular object when the spell is cast. The caster 
invests as many magic points as the victim possesses. 
The victim believes him- or herself to be in a bliss- 
ful state having achieved the desired object. The spell 
can be maintained by sacrifice of the same number of 
magic points daily. Each day the victim has a chance 
to snap out of it if he or she makes a Hard POW roll. 
Intense violence or other shock can also bring the 
victim out of the illusion. Victims lose 1/1D4 SAN 
per week of being under the spell. 


MM MM MM MM MM MM 


Note: The Prince's stats have deteriorated over the last 
weeks of being Nisra's prisoner. 


ULUG, Age 34, Fanatical Eunuch 


STR 90 СОМ 75 51795  INT75 
POW50  DEX45  APP50 EDU 30 
запну0  Build:2 Моуе:7 HP:17 


Damage Bonus: +106 
6096 (30/12), damage 1D3 + 1D6 
Scimitar 60% (30/12), damage 1D4 + 1D6 
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Dodge 30% (15/6) 
Skills: Intimidate 40%, Listen 60%, Spot Hidden 65%. 
Languages: Arabic 2596, English 1096, Turkish (own) 3096. 


alors 


БЕСІ 


Six pre-generated investigators are provided as 
a convenience for the keeper. 
The investigators all have some connection 


to Professor Smith and in some cases to each 


other, mainly through membership in the Ori- 
ental Club. These are noted. 


PROFESSOR HAROLD ‘HARRY’ 
WORTH, British Archaeologist, Age 40 


STR 50 СОМ 60 SIZ45 INT 80 

POW 50  DEX60  APP35 ЕРЏ 85 
Sanity 50 Build:1 Моуе:8 НР: 10 

Luck: 40 

Damage Bonus: 0 

25% (12/5), damage 1D3 

Dodge 51% (25/10) 


Skills: Archaeology 70%, First Aid 45%, Library Use 
70%, Occult 58%, Persuade 60%, Spot Hidden 65%. 

Languages: Arabic 45%, Kurdish 25%, English (own) 
85%, Persian 55%, Turkish 55%. 

Gear: Traveling clothes, notebook, backpack, battered 
luggage, at least 5 books he is currently reading, 1 
thesis he is grading, battered hat. 


Brawl 


Travelling Expenses: 50 pounds 
BACKSTORY: 


Personal Description — Deep set but kindly eyes, wor- 
ried brow, scholarly air. 


Ideology/Beliefs — The supernatural is a genuine threat 
that must be opposed through learning. 


Significant People — His college. 
Traits — Quiet determination. 


Injuries & Scars — A general air of battered geniality. 


NOTES: 


Prof. Harry Worth is a scholarly archaeologist 
who is now settled in London teaching at the 
University after spending much of his twenties 


and thirties in the field. His main area of inter- 


est is in the Middle East and he has done noted 
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work on the early kingdoms of Cappadocia (in 
eastern Turkey), Kurdistan, and Persia. He also 
has an interest in the occult and early cults. He 
is reluctant when it comes to violence and has 
little skill in guns or fisticuffs, preferring brains 
and persuasion to muscle. His studies into the 
occult and cults have convinced him the super- 
natural is a real threat. 


CONNECTION WITH PROFESSOR SMITH: 


The two have worked together at the Univer- 
sity of London and collaborated on a number 
of articles. Prof Worth is also a fellow Member 
in good standing of the Oriental Club. 


CONNECTION WITH OTHER 
INVESTIGATORS: 


Worth knows Barrington from the Orien- 
tal Club both as a friend and as an occasional 
sponsor, Saroch as a friend, and Kasim Polat as 
a friend and colleague. He met George Banks 
via Professor Smith, and the lad helped him fol- 
low an academic who was stealing his research. 
Some scurrilous rumors suggest George is Pro- 
fessor Worth’s illegitimate son. Worth denies 
this strenuously. 


CAPTAIN RODERICK 


BARRINGTON, BART., 
British Military Officer, Age 33 


STR 65 CON 70 SIZ 60 
POW 55 DEX50 APP 60 
Sanity 55 Build:1 Move: 8 


INT 75 
EDU 80 
HP: 13 


Luck: 70 
Damage Bonus: +1D4 


Brawl 60% (30/12), damage 1D3 + 1D4 
Sabre 35% (17/7), damage 108 + 1 + 1D4 
Army Revolver 55% (27/11), damage 1010 + 4 


12-gauge Shotgun 45% (22/9), damage 4D6/2D6/1D6 

close/medium/long range 

Dodge 60% (30/12) 

Skills: Charm 45%, Climb 50%, Credit Rating 70%, 
First Aid 50%, Navigate 30%, Occult 20%, Persuade 
50%, Psychology 30%, Ride 35%, Sleight of Hand 
29%, Spot Hidden 50%, Swim 50%. 


Languages: English (own) 80%, Pashtu 21%. 
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Gear: Pistol, box of cartridges, traveling clothes, evening 
clothes, pith helmet, moustache wax, boot and 
leather polish kit. 


Traveling Money: 300 pounds 
BACKSTORY: 


Personal Description – Handsome and dashing in the 
young well-bred officer mold. 


Ideology/Beliefs — Chivalrous and despises the opposite. 
Significant People — His family. 
Traits – Manly forbearance. 


Injuries & Scars - An old war wound from the frontier 
he prefers not to speak of. 


NOTES: 


Barrington is the younger son of minor nobil- 
ity who went into the army. He has seen dis- 
tinguished service in Afghanistan where he also 
saw some evidence of occult strangeness. He 
is now on leave awaiting his next posting. He 
has always enjoyed travel and exotic places. A 
gentleman, he is extremely chivalrous but also 
not given to taking a slight without returning 
it in force. He also hates caddish behavior and 
resolutely opposes villainy. 


CONNECTION WITH PROFESSOR SMITH: 


Barrington knows Smith through the Oriental 
Club. 


CONNECTION WITH OTHER 
INVESTIGATORS: 


Barrington knows Worth and Saroch from the 
Club. He knows Amelia from Afghanistan. 


GEORGE BANKS, British Criminal, Age 20 


STR 50 СОМ70 651750 INT 70 

POW70  DEX75 АРР65 EDU60 

Sanity 70  Build:0 Моуе:8 НР: 12 

Luck: 80 

Damage Bonus: 0 

Brawl 60% (30/12), damage 1D3 

Knife 55% (27/11), damage 104 

Dodge 60% (30/12) 

Skills: Climb 7096, Credit Rating 1%, Fast Talk 50%, 
Hide 60%, Jump 65%, Listen 6596, Locksmith 65%, 
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Pick Pocket 1596, Sleight of Hand 2596, Spot Hidden 
6096, Stealth 8096. 


Language: English (own) 6096. 
Gear: Knife, clothes he thinks are smart, rakish hat, 
good shoes he has recently stolen. 


Traveling Money: 2 pounds 


BACKSTORY: 


Personal Description – Small and wiry with dark hair 
and blue eyes. 


Ideology/Beliefs -Determined to make his way in the 


world no matter what. 


Significant People — Professor Smith and Professor 
Worth. 


Traits — Cocky and out for himself. 


Injuries & Scars – None. 


NOTES: 


George Banks is a young man from London's 
underclass who while bright has drifted into 
the criminal life. He works chiefly as a snakes- 
man, wriggling and prying his way into locked 
places to let in tougher gang members. George 
is very resourceful and has a gift of the gab, but 
nobody could mistake him for anything but a 


grown up street urchin. 


CONNECTION WITH PROFESSOR SMITH: 


George once burgled Professor Smith and the 
Professor kindly let him off provided he would 
better himself. 


CONNECTION WITH OTHER 
INVESTIGATORS: 


George helped Professor Worth when he 
thought the professor was being cheated by a 
fellow academic. They had been introduced 
by Smith. Worth, like Smith, would like to see 
George better himself. Some scurrilous rumors 
suggest George is Professor Worth's illegitimate 
son. George knows nothing of his parents, since 
he was abandoned as a baby. 
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AMELIA MEADOWCROFT, 
British Adventuress, Age 27 


STR55 | CON 65 
РОМ 85  DEX70 
Sanity 85 Build: 0 


SIZ 55 INT 80 
APP75 EDU 65 
Move:8 НР: 12 


Luck: 60 

Damage Bonus: 0 

4096 (20/8), damage 1D3 

4] Revolver 65% (32/13), damage 1D10+4 

Dodge 5096 (25/10) 

Skills: Anthropology 3596, Dodge 5096, Fast Talk 4096, 
Geology 2596, Mechanical Repair 50%, Natural 
World 4596, Jump 35%, Listen 35%, Navigate 35%, 
Persuade 45%, Pharmacy 25%, Pilot Boat 25%, 
Photography 4096, Ride 2596, Spot Hidden 30%, 
Stealth 4096. 

Languages: English (own) 6596, French 6096, German 
50%. 

Gear: Traveling clothes, bush hat, pith helmet, folding 
bath, two pearl-handled revolvers, box of shells, 
excellent boots. 


Brawl 


Traveling Money: 40 pounds 


BACKSTORY: 


Personal Description — Cool appraising eyes. Strong 
brow and jaw. 


Ideology/Beliefs — Chivalrous and despises the opposite. 


Significant People – Her famous father, Sir Meredith 
Meadowcroft 


Traits — Determination, suspicion of conformity 


Injuries & Scars – None. 


NOTES: 


Amelia is the daughter of noted explorer Sir 
Meredith Meadowcroft and grew up in a highly 
unconventional setting, moving around the 
world and living an adventurous life usually 
denied women of her era. She has a private 
income and is well-placed socially. Amelia has 
now passed up two eligible bachelors in Lon- 
don, for fear that marrying would tie her to a 
life of conformity. These refusals have focused 
social pressure on her to come up with some 
appropriate solution. Her solution is to depart 
for foreign climes as soon as decently possible. 
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CONNECTION WITH PROFESSOR SMITH: 


Amelia met Professor Smith in Bulgaria and got 
him out of a tight place when he was mistaken 
for an English spy. 


CONNECTION WITH OTHER 
INVESTIGATORS: 

Barrington met Amelia when she and her father 
passed through Afghanistan. There was a sug- 
gestion of an attraction between them that may 
no longer be. 


DR. KASIM POLAT, Turkish Historian, Age 31 


STR 70 CON 70 SIZ65 INT 70 
POW 75  DEX50 АРР60 EDU75 
Sanity 75 Build:1  Move:8 НР: 13 


Luck: 45 

Damage Bonus: +1D4 

25% (12/5), damage 1D3 + 1D4 
Dodge 40% (20/8) 


Skills: Art/Craft (Writing) 50%, Bargain 49%, Dodge 
40%, History 70%, Library Use 60%, Persuade 40%, 
Psychology 50%, Spot Hidden 55%. 


Languages: Arabic 35%, English 55%, Persian 55%, 
Turkish 75%. 


Gear: Traveling clothes, notebook, luggage, manuscript 
of his current half-finished book. 


Travelling Expenses: 20 pounds 


BACKSTORY: 


Personal Description — Well groomed with small mous- 
tache and receding hairline. 


Brawl 


Ideology/Beliefs — Believes in the international brother- 
hood of scholarship. 


Significant People — His wife and children. 
Traits - Cautious and considered. A generous heart. 


Injuries & Scars — Small scar on right leg from automo- 
bile accident. 


NOTES: 


Dr. Kasim Polat is a young Ottoman historian 
beginning to make his reputation writing about 
the early Ottoman Empire and its Imperial 
Diaspora. He is married with two children at 
home in the northwestern Turkish city of Bursa 
(aptly enough a former Ottoman capital). Dr. 
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Polat has been attending a conference in Lon- 
don and is looking forward to getting home. 


CONNECTION WITH PROFESSOR SMITH: 
The two have worked together in Turkey. 


CONNECTION WITH OTHER 
INVESTIGATORS: 


Polat knows Worth well as a colleague. 


DR. JEAN-LOUIs SAROCH, 


French Doctor, Age 50 
STR 45 СОМ 45 $760 INT 85 
РОМУ 90  DEX60 APP65 EDU S0 


Sanity 90 Build:0 Move:6 НР: 10 


Luck: 85 

Damage Bonus: 0 

2596 (12/5), damage 1D3 
Dodge 30% (15/6) 


Skills: Credit Rating 5096, First Aid 6596, Library Use 
4596, Persuade 5096, Psychology 50%, Medicine 
7096, Natural World 4096, Science (Pharmacy) 5596, 
Spot Hidden 5596. 


Languages: English 5096, French (own) 7596, Greek 
5596, Latin 3096. 

Gear: Traveling clothes, notebook, medicine kit, anato- 
my textbook, medical textbook, bottle of laudanum. 


Brawl 


Travelling Expenses: 20 pounds 


Чики 
тышо НОНО T 
ELLE TD 
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FOUOUDPOHOCODG Неа тета ма 
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BACKSTORY: 


Personal Description – Handsome, distinguished with 
elegant moustache and side whiskers. 


Ideology/Beliefs — Believes in his doctor's oath. 


Significant People – A lifelong traveler he keeps aloof 
from lasting ties with people. 


Traits — Intellectual curiosity. Fascinated by all cultures. 


Injuries & Scars — None. 


NOTES: 


Dr. Saroch has lived many years in the East, 
especially Egypt, before he came to England 
to practice medicine at St. Bartholomew’s, the 
teaching hospital. He is a member of the Ori- 
ental Club and has long been fascinated with 
travel and has a great intellectual curiosity. 


CONNECTION WITH PROFESSOR SMITH: 


Member in good standing in the Oriental Club. 
Also treated Smith when he came down witha 4 
strange malady he picked up in the east. 


CONNECTION WITH OTHER 
INVESTIGATORS: 


Dr. Saroch knows Barrington and Worth 
from their Club membership. 


The Lyon train station is a 


magnificent sight 


x БАЗ ттт 


PARIS ET POISSY 1923 
ET Bone Du Mal 


Wherein the investigators learn some of the strange history of the Sedefkar 
Simulacrum, and uncover their first segment of it, if they persevere. 


by Nick Hagger with Bernard Caleo for Cavollaro 
and Christian Lehmann and Richard Watts for Fenalik 


THE INVESTIGATORS are now 
in France. At this stage, the players 
should have no special sense of pur- 
suit. Their investigators may wish 
to take their time, to explore, and 
to learn what they can before con- 
fronting the dangers to come. However, Smith’s 
parting words (“Go quickly”) may impel them 
to action. 

In each stop-over on this campaign, not 
just Paris, let the players decide the sort of ac- 
commodations they want. The Traveler’s Com- 
panion provides sample luxury hotels in each 
city. These hotels are included on each city 
map. Cautious investigators may prefer less 
high profile accommodation; if so, the keeper 
should provide a name and address for their 
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cheap hotel and sketch its location 
on the map. 


STOPPING IN PARIS 


The investigators must visit Paris in 
order to board the Simplon-Orient 
Express, the route of which, as poor Beddows 
noted, complements in comfort the likely loca- 
tions of portions of the Sedefkar Simulacrum. 
Professor Smith’s all-too-brief summary of 
where to go did not indicate what to do, but li- 
brary facilities in Paris are enormous, famous 
around the globe. Personal knowledge or in- 
quiry recommends the Bibliotheque Natio- 
nale as the natural place to begin research; the 
Bibliotheque Thiers, near Montmartre, has an 
excellent collection of histories and materials 


AAA ANA NY NNN ANY 
Events in Paris in 1923 


The newspaper headlines in the Campaign sec- 
tion provide a ready source of historical back- 
ground for the keeper. 


In January of 1923 in Paris, all eyes are on the 
Ruhr. French and Belgian troops occupy the area 
on January 11th to force Germany to pay its repa- 
rations as a result of the Great War. There are real 
fears that this will lead to fresh conflict, and the 
streets are rife with protest. 
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especially concerning Revolutionary and post- 
Revolutionary France. 


Bibliotheque орав 


The collections of this great library аге located 
in the center of Paris (58, Rue de Richelieu). 
The seventeenth-century building houses vast 
collections of books, medals, maps, prints, and 
more. The holdings, begun under Louis XII 
and enlarged as the private library of succes- 
sive monarchs, were further enriched during 
the Revolution, when the libraries and records 
of all convents and monasteries were forcibly 
seized, and placed here to be used by all the 
people. 

After the British Museum, the Bibliothéque 
Nationale is the greatest library in the world. 
Its equivalent of the British Museum Read- 
ing Room is the Salle de Travail des Imprimés, 


Peace beneath the monumental dome of the Salle de Travail 
is interrupted only by whispers, coughing and rustling in the 
background. 
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Before getting access to the library, the investigators can 
explore the Paris winter and make new friends - such as ice 
skating in one of several parks in Paris. 


open 9 A.M. to 4-6 P.M., by season. It is closed 
Sundays and holidays. It seats 344 readers be- 
neath nine blue faience domes. Applicants must 
obtain a ticket from the secretary of the library, 
which indicates the subject to be pursued; for- 
eigners must include a reference from their am- 
bassador or consul. The reader registers each 
day, and requests books by form; 10,000 refer- 
ence volumes are available at hand. No books 
are handed out in the hour before closing. 

If the investigators have been using the li- 
brary at the British Museum, then proof of this 
coupled with a letter from their ambassador 
proves sufficient to gain access, but not imme- 
diately. Zeal and bureaucracy being what they 
are, it takes the investigators three days to be au- 
thorized. Smart investigators will have written 
ahead, securing their library passes while still in 
London. At the keeper's discretion, Credit Rat- 
ing or prior academic activity may reduce this 
wait time. 

While waiting, the investigators can sight- 
see and become comfortable in Paris, visiting 
the Louvre, the Eiffel Tower, Notre Dame cathe- 
dral, the Catacombs and so forth, and perhaps 
make an excursion to Versailles. The Traveler's 
Companion lists sites of interest. The Sightsee- 
ing section on page 109 indicates places where 
clues may be found. 
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IN THE LIBRARY 


Once seated, investigator access to the fabulous 
wealth of the library is still limited. Holding so 
many unique materials, this institution exists as 
much to preserve as to distribute. The librar- 
ians are not fools: they will not turn the inves- 
tigators loose to ransack their old and fragile 
manuscripts, nor are they interested in helping 
casual and dilatory browsers. 

The information that the investigators seek 
is not easy to find. Specific reference to the 
Sedefkar Simulacrum and its owner occurs only 
in pre-Revolutionary documents. It was a cra- 
zy time, and many things were lost or deliber- 
ately destroyed; the investigators should never 
be certain of finding precise testimony. Let the 
players experience in some small way the tedi- 
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um and puzzlement as well 
as the triumphs of original 
historical research. 


A RESEARCH ASSISTANT 


The materials they require 
| are in storage, needing the 
assistance of a skilled |- 
brarian to retrieve. The 
documents are in French; 
investigators of little skill in 
that language should em- 
ploy an aide, preferably one 
comfortable with the pen- 
manship of the period. 

One such person is 
Remi Vangeim, a student at 
the Sorbonne, who could 
use the work. He can be 
contacted via the library, 
the investigators embassy, 
the university, etc. He is a 
tall, dark-haired fellow with 
a confident air. 

Vangeim is no fool— 
he knows a good deal when 
he hears one, and he knows 
when he is being exploit- 
ed. If the investigators treat 
him well, he works hard for them; if they don't 
pay well, his translations are desultory and his 
conversations with librarians casual, and he ac- 
tually spends part of each day writing essays 
for L'Humanité. He will not work for less than 
20 francs per day; he will not work well for less 
than 50 francs per day. If the investigators ne- 
gotiate honestly, he is glad to openly state these 
requirements. 

As socialist protests against the French oc- 
cupation of the Ruhr gain momentum, Remi 
and other students joins the demonstrations. If 
the investigators show sympathy for his cause, 
he will work more ardently on theirs. Investi- 
gators who join Remi in the streets may find 
themselves in the midst of a riot. On January 
15th, 1923 a youth is killed when French troops 
fire on protesters. Should the investigators show 
heroism, Remi's loyalty is sealed. 
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Remi Vangeim 


PARIS HANDOUT #1 


FROM THE DIARY OF 
MADEMOISELLE DE BRIENNE, 
JUNE 1789 


The Comte was like a sun amongst 
us, shedding his light and making all 
rejoice in his pleasures. His feasts are 
said to be the most lavish and lascivi- 
ous yet seen in our city .... 

It was then that it became ap- 
i parent that much evil was afoot, 
and the Queen became angered. | 
i The King’s men did raid the house, 
! and much was destroyed, and the 
і Comte was arrested ... 

Џ 


RESEARCHING COMTE FENALIK 


If the investigators employ Remi Vangeim, use 
their Library Use skills, not his—they are di- 
recting him in the search. 
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FROM THE REPORT OF 
CAPTAIN LOUIS MALON, 
JUNE 1789 


' When we arrived, the feast was still in 1 
ı progress, men and women were rutting | 
‚ like rabid dogs. We chased them out, | 
ı arresting the ones who were not able to | 
ı vouch for themselves. I sent six men to 1 
| capture the Comte, while I entered the | 
! chambers beneath. I cannot bring myself 
' to describe what I saw there, save that we — ! 
' had entered a cesspool and it was Hell. |! 
! God protect us. 
| Many devices of torture lay in many | 
ı chambers. One of my men founda strange | 
| Nuremburg Virgin, which was locked. | 
' Fearing to find a fresh occupant, we — ! 
ı smashed it open, but found it to be empty. — ' 


ı  Itwas a dark day when noble vermin such 
‚ às Pfenalik did descend upon Poissy, and 
‚ if God does not punish him for his sins, 
' then the King surely will. It was with a 
' just heart that I did give the order to burn 
' Ше house and those who remained below, 
ı though the Comte did howl and scream 
! , as though his very soul was burning. We 
‚| then took him to the place that would be 
ı || his new home. There may he rot. 


In order to make the library searches real- 
istic, the difficulty varies on the following Li- 
brary Use rolls. Failed rolls add extra days to 
the search, as investigators are confronted by 
dead ends and chase spurious leads. Only one 
Library Use roll can be attempted each day, and 
French language or a translator is required for 
each investigator who is researching. 

The divisions-by-day of the following sub- 


sections is nominal. 
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DAY ONE 


A Regular Library Use roll must succeed as 
they search through common references and 
modern histories of the period, looking for ref- 
erence to Comte Fenalik and the statue. A suc- 
cess indicates that the investigators have made a 
thorough search of available resources and have 
laid all necessary ground work for the research. 

А number of court histories refer to an un- 
specified scandal in the queen's court on the eve 
of the Revolution, when a man of the minor 
nobility was apparently involved in an indiscre- 
tion with the queen. After a palace uproar, the 
fellow was executed without trial. The man was 
a German count named Fenalik. 

Investigators may wish to see if Fenalik has 
any descendants. No-one of that surname is 
listed in the Paris directory, nor in any record 
of the last 100 years. 


DAYS TWO-THREE 


An Extreme Library Use roll unearths the diary 
of Mademoiselle De Brienne, a member of the 
queen's court (Paris Handout £1). It discusses 
the Fenalik incident and its outcome. 

For the most part, the diary records the 
petty intrigues and affairs which plagued the 
court. But it also relates an incident involving 
a "Comte Fenalicheque” in June, 1789. Dam- 
aged by water, parts of the manuscript are now 
illegible. 

If the roll is failed, the researcher can still 
catalogue information and close in on the 
source. His or her second attempt calls for 
Hard Library Use. After this, the third and sub- 
sequent Library Use is at Regular difficulty to 
uncover the diary of Mlle. De Brienne. 


DAYS FOUR-FIVE 


The diary found, the investigation closes in on 
the cited involvement of the king's men. Remi 
or the librarian refers the researchers to the Bib- 
liothéque de l’Arsenal, not far from the Place de 
la Bastille. The library takes its name from be- 
ing housed in what remains of the ancient arse- 
nal of Paris, built by Henri IL, and contains the 
Archives of the Bastille and many other 18th 
century records. 


Dool 2 


PARIS HANDOUT #3 


THE JOURNAL OF LUCIEN 
RIGAULT, JUNE 1789 


| Two nights later Те soldiers of | 
| the King went in force to the Сотпе | 
| villa, to halt his excesses. After they | 
! burned his mansion, they brought ! 
i the Comte before the King’s deputy, | 
| who then ordered me present to de- 
liver an opinion. 
Comte Fenalik was scream- | 
І ing and writhing; it was easy to see І 
) that he was mad. As а nobleman | 
| and а madman, he could not be ex- 
ecuted, so I suggested that a mer- 
ciful King might place Fenalik in 
Charenton. The King's deputy ap- | 
parently decided upon this course, 
and arranged that Fenalik be taken | 
І there. Later the King expressed his i 
approval, and the disposition was 
! made permanent. The last I learned | 
| of him was that he had been locked 
away in a cellar, because he had at- 
tacked other patients. 


DR. — 6 
DELPLACE 


We mourn the loss of our esteemed director, 
Dr. Etienne Delplace, a man of the highest 
professional standards and a true pioneer in the 
field of neurology. His loss by tragic accident comes 
as a great blow. We at the hospital extend our 
heartfelt sympathies to his family, hoping that 
they may overcome their grief in time. 
Dr. Delplace will be missed by the Charenton 
community, Paris at large, the glorious nation of 
France, and civilized men everywhere. 


- Dr. Francois Leroux, Acting Director. 


Comte Fenalik 
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THROUGH THE ALPS 


Here a Library Use unearths the diary of 
Louis Malon (Paris Handout #2), the captain 
who led the assault on Fenalik’s mansion in 
Poissy, a suburb west of Paris. Malon seemed to 
have been shaken by the experience. 

Players may ask if an inventory was tak- 
en from the raid. A Library Use finds record 
of goods presented to the treasury, including 
“paintings, snuff boxes, wine, silk clothing, stat- 
uary (incomplete)”. No further research uncov- 
ers the fate of these items. 


DAYS SIX-SEVEN 


Returning to the Bibliothèque Nationale, the 
last piece of evidence that the investigators 
can find is the journal of Lucien Rigault (Paris 
Handout #3), a physician to the Queen. Locat- 
ing this volume requires a Hard Library Use 
roll. Second and subsequent attempts are at 
Regular difficulty. 

Research has thus turned up two interesting 
points to investigate, Fenalik’s villa in Poissy, 
and Fenalik’s incarceration at Charenton Asy- 
lum. Their attention turned in either direction, 
the investigators can learn a bit more about 
both—but to learn much more, they must go 
to Charenton and Poissy. 


OrtnHer RESEARCH 


CHARENTON ASYLUM 


The asylum at Charenton still exists, still pro- 
tecting the sane from the insane, and vice versa. 
It is perhaps most-famous to late 20th century 
theater-goers as the final homes of Jean Paul 
Marat and Comte Donatien Alphonse François 
de Sade. 

A search through recent newspapers, with 
a Library Use roll, turns up an obituary of the 
asylum’s director (Paris Handout #4), and ded- 
ications from friends and colleagues. The arti- 
cle is only a week old. For more information, 
see the “Charenton” section further below. 


COMTE FENALIK'S VILLA 


A successful Library Use roll turns up a bit 
of information. The Comte's villa was a well- 
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documented architectural oddity. Accounts de- 
scribe it as a potpourri of architectural styles, 
ranging from classical Greek and medieval but- 
tresses to fresh-built broken towers imitating 
Gothic ruins, similar to the English fashion of 
decorative ruins on country estates. The three- 
story building had a dozen bedrooms, a ball- 
room, and numerous sitting rooms. 

An additional Library Use unearths a set of 
plans made by a Parisian builder and detail the 
layout of the house, down-leading stairs indi- 
cating the existence of an unmapped cellar area. 
A cameo etching of the mansion's front view 
exists; studying the drawing gives the investiga- 
tors the creeps and costs 0/1D2 SAN. The lines 
of the building are subtly crazed and seem not 
to be the product of a rational mind. 

The site of the villa is not listed. Investiga- 
tors are referred to the Town Hall in Poissy. 


Book 2 


Keepers will have individual con- 
ceptions of Paris and things French. 
This chapter runs more smoothly 
using those ideas rather than text 
descriptions. Nonetheless, some 
general points are true. 

This is the densest city in Eu- 
rope. Within the fortifications of 
Paris, an area of only 30 square 
miles, are nearly three million peo- 
ple, and a million more in the sub- 
urbs without. 

Paris is the quintessence of ur- 
ban sophistication. After its recon- 
struction by Baron Haussmann in 
the 1850s, Paris was truly a modern 
city. Its long boulevards are lined 
with elegant terraces. The mean- 
dering little streets of the medieval 
city have been pushed out of sight, 
though the wandering visitor easily 
finds charming back streets. 

The aesthetic appeal of such a 
mixture of grandeur and intimacy 
is obvious, and it attracts every 
person of taste. The investigators 
may mix with the haute bourgeoi- 
sie, sampling the huge variety of 
shops, boutiques, and restaurants 
that this great capital city offers to 
those with money. They may situ- 
ate themselves on the Left Bank, 
mingling with the artists who reside 
there; English-speaking expatriates 
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in Paris in the 1920s include Joyce, 
Hemingway, and Fitzgerald. 

A guidebook of the time com- 
ments, “Forms of politeness are 
more ceremonious in France than 
in Great Britain or America.” This 
is true more or less all along the 
Simplon route. “Men doff their 
hats in restaurants and cafes, and 
frequently also in shops, picture- 
galleries, and the like, though in the 
theatre they keep them on until the 
curtain rises. They greet each other 
by raising their hats. Gentlemen are 
expected to salute a lady before she 
bows to them, and, in speaking to 
her, to remain uncovered until re- 
quested to resume their hats. The 
hat is raised also to any lady passed 
on the stair of a flat and when a fu- 
neral is passed in the streets. Eve- 
ning dress is usual at the Opera 
and at dinner in the first-class ho- 
tels and restaurants. The afternoon 
(after 3:30 P.M.) is the proper time 
for formal calls and for the presen- 
tation of letters of introduction, 
which should never be sent by post. 
The usual dinner-hour is about 7:45 
Р.М? In other nations, the dinner 
hour may well be 10 P.M. or later. 

Hotels of every type abound in 
Paris, from the deluxe to humble 
pensions. The Carlton (19 Avenue 


Kleber) and the Majestic (119 Av- 
enue des Champs-Elysees) are 
among the best. Restaurants and 
cafes arguably offer the finest food 
in the world. Taxis are abundant 
(except, of course, when you want 
one) and there is a network of buses 
and trams. The Metropolitain, the 
Parisian subway system, criss-cross- 
es the city. 

Though the actual situation is 
made somewhat more complicated 
by the existence of what amounts to 
commercial and regional coinages, 
the French franc is in denomina- 
tions of from 5- to 500-franc paper 
notes; one hundred centimes make 
up a franc. The currency trades 
at about 20 francs to the British 
pound, but the franc may be dis- 
counted by private parties at up 
to half again that rate. The franc is 
the nominal currency of operation 
aboard the Orient Express, though 
the currency of the nation within 
which the train is present will be 
accepted without demur, though 
the exchange rate may be uncom- 
fortable. 

The Traveler’s Companion con- 
tains additional Parisian hotels and 
landmarks. 
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THE SEDEFKAR SIMULACRUM 


The name Sedekfar Simulacrum is not uncov- 
ered via normal historical research. 

Library Use combined with either Occult 
or Luck rolls finds reference to The Devil's Sim- 
ulare, an illuminated Latin manuscript. It was 
written by an anonymous Cistercian monk 
around 1260, and bound as a book in Venice 
in 1505. The book is considered apocrypha and 
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the work of a mad cleric. It is known of in oc- 
cult circles but the only known copy was kept in 
the church of San Maria Celeste in Venice. 
Investigators can continue their search for 
The Devil's Simulare in Venice (see that chap- 
ter for more). Discovery of the manuscript un- 
locks “Тһе Dark Crusader”, the Cthulhu Dark 
Ages chapter. Keepers who intend to run that 
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scenario may wish to ensure that the informa- 
tion above is unearthed. 


THE SKINLESS ONE 


No records exist pertaining to any person or 
entity known as the “Skinless One.” 

However, a Library Use draws an associa- 
tion with the work of the 18th century anato- 
mist Honoré Fragonard, whose écorché (flayed) 
sculptures are kept at the veterinary school in 
Maisons-Alfort (Le musée de l'Ecole nationale 
vétérinaire d'Alfort). Investigators who succeed 
in Science (Zoology) or Medicine rolls to prove 
their credentials can gain access to see the col- 
lection, which includes a flayed horse and rider 
and other morbid curios. 

This is literally a dead end. There is no con- 
nection between Honoré Fragonard and the 
Brothers of the Skin. However, Fragonard was 
an 18th century contemporary of Fenalik, who 
doubtless admired the anatomist's work. 


THE MILAN CONNECTION 


Professor Smith's notes list a piece of the Simu- 
lacrum as being sold in Paris to someone from 
Milan in 1919. No Parisian dealer of antiqui- 
ties or occult items has any knowledge of this 
transaction, although any descriptions of the 
artifact arouse interest (and perhaps unwel- 
come attention). 

If investigators make a Charm, Per- 
suade, or Occult roll to convince a dealer to 
help them, he concludes that as the sale is un- 
known, it must have either been conducted in 
private, or without one or both parties being 
aware of the true value of the object. Perhaps 
it was sold as something else. (The latter theo- 
ry is correct. It was sold as a mere dressmaker's 
dummy-—see the Milan chapter for details.) 


NAPOLEON'S ARMIES 


Professor Smith's notes refer to pieces of the 
statue leaving Paris with Napoleon's armies. 
Napoleon reached Venice and then Trieste 
in 1797. Such minor details of personal bag- 
gage are unrecorded in the Bibliothéque de 
l'Arsenal, and a Library Use confirms the 
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futility of the search. Investigators must visit 
those cities to learn more. 


SIGHT SEEING 


Investigators with no particular skill in Li- 
brary Use may prefer to spend their time en- 
joying the sights while their colleagues devote 
themselves to research. 

Keepers should describe Paris in the 1920s 
with all of the energy and vigor of that gold- 
en age. Investigators are struck by the amount 
of statuary: at Notre Dame, the museums, the 
galleries, in public places, everywhere. Any 
piece could conceal part of the simulacrum. 

Two locations offer encounters beyond the 
usual tourist diversions. 


THE LOUVRE 


The Musée du Louvre contains sculptures, an- 
cient and modern, engravings, pictures, antiq- 
uities, Medieval, Renaissance, and Modern Art 
Objects, drawings and special exhibitions. The 
Louvre Collections are open gratis to the pub- 
lic daily from 9-5 P.M., except Mondays and 
certain holidays. 

One gallery contains paintings from the 
Court of Louis XVI. Momentarily alone as 
the crowds move on, the investigator hears a 
desultory laugh, even though no-one else is 
present. A Listen roll pinpoints the sound as 
coming from a corner. Hanging on the wall 
is a striking sketch of a man with a disdain- 
ful expression. His lips are set in a sneer, and 
his eyes stare into the investigator’s. The paint- 
ing is entitled Sketch for an unknown painting, 
18th century, found amongst the possessions of 
Queen Marie. 

No records shed any further light on the 
subject of the painting. Without knowing it, 
the investigator has gazed upon the face of 
Comte Fenalik. 


THE CATACOMBS 


What searcher after horror can resist a visit to 
the Paris Catacombs? They are open the first and 
third Saturday of each month. If it amuses the 
keeper, a special tour might be convened on the 


109 


Dr. Leroux is extremely busy rearranging the legacy of his 
predecessors. On his desk are stacked records on his patients 
and mysterious switchboards. 


very day the investigators choose to visit. This lo- 
cation is described in the Travelers Companion. 
See "The Ghoul That Was Guillaume" boxed sec- 
tion nearby. 


(Charenton Asylum 


KEEPER?’ S INFORMATION 


Sealed and forgotten in a cellar, Fe- 
nalik dreamt. His body lay on cold 
stone, mechanically consuming 
spiders, slugs, snakes, or rats that 
crept too close to his awful, gap- 
ing mouth. He dreamt of cold, 
of a hunger that would consume 
the world, and in dreaming he 
consumed his own memories. He 
forgot who or why he was. He be- 
came a slug, a spider, a snake, a 
rat—pure instinct. Without the 
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Fenalik in the Asylum 


Ritual of Cleansing, Fenalik began to change. 
His body twisted and warped, and skin hung 
from his frame like loose clothing. His bones 
bent and his spine curved until he wasted away 
in a hunched heap on the floor. Fenalik slept for 
more than a hundred years. 

In employing Martin Guimart as a nurse 
in 1921, Dr. Delplace unintentionally brought 
fresh horror and madness to the lives of his 
patients. A weak man who preyed upon those 
weaker than him, Guimart found opportuni- 
ties in the asylum to his liking. After he secured 
the patients each night, Guimart regular- 
ly chose one to take underground, there to be 
sexually assaulted, then returned to the proper 
ward. Chasing a screaming patient through the 
cellars was a cat-and-mouse game that amused 
him greatly. One evening Guimart noticed the 
glint of gold from within a small niche in a 
bricked-up doorway. His greed overrode his 
lust, and he took the patient upstairs and re- 
turned with a crowbar. 

Breaking through the bricked entry, Gui- 
mart found Fenalik’s twisted body sprawled 
on the floor, mouth gaping wide. In his greed, 
though, Guimart noticed only the thick gold 
rings that adorned its hands, and began to break 
off two of the fingers to get at the largest rings. 
It was then that Fenalik struck. Wildly, grim- 
ly, in utter silence, the way a spider strikes at a 
beetle, his arm shot up and squeezed Guimart's 
hand, nearly severing the wrist; then it fell back. 
Blood pumped from Guimart’s wound, and 
the nurse went into shock. Another orderly, 
Mandrin, found him, as is related below. 

The staff were shocked to find a pa- 
tient down here in such poor condi- 
tion. Fenalik was transferred to a pri- 
vate ward, and his case attracted the 
attention of Dr. Delplace. The crea- 
ture raved of memories and inci- 
dents from his 1600 year history as 
though they were but yesterday, in a 
dizzying array of languages. Dr. Del- 
place became obsessed by the case, 
and frustrated by the patient's lack 
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of focus. He decided upon electro-shock ther- 
apy treatment. 

Normal voltage had no effect. Delplace 
upped the amount, until at a critical threshold 
the vampire truly woke for the first time in 134 
years. Fenalik reached out and seized the doc- 
tor, electrocuting him instantly, and then tore 
himself loose. Now he stalks the night in search 
of his second skin, the Sedefkar Simulacrum. 


№ THe Азим 


The asylum at Charenton, the Maison Natio- 
nale de Santé, is in its current form an enor- 
mous structure with roofs and arcades in the 
Italian style. This institution, founded in 1631, 
has just changed directors, so the staff feels the 
upheaval and is reluctant to answer inquiries. 
They have instructions from Dr. Leroux not 
to discuss Dr. Delplace's death, which every- 
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one agrees was a tragic and unfortunate ac- 
cident. The staff greets other lines of inquiry 
with civility. 


OLD RECORDS 


If the investigators convey their interest in 
Comte Fenalik, they are permitted to search 
through patient records dating up to 1810; 
later records are thought potentially distress- 
ing to families and friends. If one or more 
investigators are medical men, all the records 
except current cases and those of political 
sensitivity are made available if the investiga- 
tor proposes a line of study which seems to 
warrant such a survey. 

Only with successful Library Use and 
French rolls can sense be made of some nota- 
tions. After the entry of his name in the rolls, 
no further mention of Comte Fenalik appears, 
not even notice of his death. A Know roll in- 
accurately suggests that perhaps he died soon 
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The (Shoul That Was (Suillaume 


The following encounter is op- 
tional; it relates to the scenario “The 
Dreamlands Express”. 

Should the investigators visit the 
Catacombs, at the deepest point 
of their tour they hear bones tum- 
bling in the dark. Listen rolls place 
the sounds beyond a locked gate to 
a side passage. A Spot Hidden in the 
darkness detects a man-sized shape 
burying itself in the ossuary. 

The gate can be opened with 
Locksmith or a Hard Strength roll 
to break the rusty old iron. A Stealth 
roll with a bonus die avoids notice by 
other tourists in the general gloom. 

The bones in the side passage are 
not laid out in neat patterns as they 
are in the public part of the Cata- 
combs. They are stacked in great 
square mounds along wide stone 
and earth ledges lining each side 
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of the passage. The smell is of rot, 
damp bone and dirt. A cold wind 
blows from some place deeper and 
darker even than this. 

Buried in the bones is a rubbery, 
nauseous, foul smelling creature 
with a dog-like muzzle and glow- 
ing eyes: this is the Ghoul that was 
Guillaume. He has a long scar across 
his muzzle and several broken fangs, 
the legacy of a close encounter with 
a Gug. Sanity loss for meeting him is 
SAN 1/1D6. 

Guillaume is anxious to avoid 
disturbance so close to the surface. If 
left alone, he re-buries himself and 
returns at nightfall to the Dream- 
lands Underworld via the Deeper 
Catacombs. 

If the investigators attempt to 
communicate, Guillaume knows 
Ghoul and French. His French is 


broken and half-forgotten for he has 
been a ghoul a long time. Although 
Guillaume apes a certain nonchalant 
savoir-faire, Psychology reveals he is 
a deeply despondent soul who has 
come to regret his degeneration. 

If the investigators attack, Guil- 
laume flees into the darkness. 

This brief encounter fuels Guil- 
laume’s melancholy. He will seize 
the chance to seek redemption in the 
scenario “The Dreamlands Express’, 
where the investigators will meet 
him again. 


~ 
ч. 
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Conflans-Sainte-Honorine 


AND ITS WESTERN APPROACHES 
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after being admitted, before proper bookkeep- 
ing began. 


DR. LEROUX 


If the investigators present a good account of 
themselves (and receive a successful Credit 
Rating or Persuade roll) Dr. Leroux, Del- 
place's successor, grants them a brief audience. 
He dresses conservatively and well, as might be 
expected in such an important post, empha- 
sizing a personality concerned with boundar- 
ies, authority, and punctilious observance of 
regulations. 

He politely discusses any aspect of the asy- 
lum with them, but if they concentrate on 
the death of Delplace, his pince-nez pops out 
and he accuses them of scandal-mongering. 
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The investigators are 
thrown out. 


Ам IMPORTANT CLUE 


In the anteroom to 
Dr. Leroux’s office are 
several open crates; in 
them are some of Dr. 
Delplace’s books and 
notes from the several 
offices and the labora- 
tory that he occupied. 
These are to be cata- 
logued and then stored 
in the records depart- 
ment. His personal ef- 
fects have already been 
returned to the family. 
The boxes are left here 
under the eye of Ma- 
dame Rogniat, secretary 
to the acting director, a 
bulky woman of quick 
intelligence. 

Madame Rogniat is 
uncommunicative. Ob- 
servant investigators 
notice that the lid of 
one crate is partly open. 
A successful Spot Hid- 
den notices a bound 
journal or diary (Paris Handout #5), on the 
blue chip-board cover of which a few words 
have been written. 


E. Delplace~Evénements 1923 


The investigators may notice the crates as they 
enter or leave the offices. Madame Rogniat 
will not allow this material to be looked at or 
touched, but she may put on her hat and leave 
the office for a moment, or be diverted in any 
number of ways; let the players come up with 
anything reasonable. A successful skill use of 
some sort—Fast Talk, perhaps, if they speak 
French, or an Art (Sing) roll if they don't — 
can seize her attention for a moment while 
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another investigator surreptitiously reaches 
into the crate, and then removes and conceals 
the journal. 

If the roll to get her attention fails, then call 
for a Sleight of Hand roll to remove the book 
from beneath her nose, opposed to her Spot 
Hidden roll. If the second roll fails as well, the 
chance is lost. 


PauL MANDRIN 


The Charenton institution is so large that per- 
sistent investigators can find discontented em- 
ployees. Psychology rolls quickly discern those 
least likely to be loyal to their employer, but 
the investigators might do nothing more than 
skulk about and talk to staff going to and from 
work. Most do not talk, but eventually one is 
found who will: Paul Mandrin, a pudgy, furtive 
man about thirty years old. 

He has a worried air, and walks quickly to- 
ward the rail station, but he stops when called. 
It was Paul Mandrin who found Guimart in 
shock and bleeding his life away, and the inci- 
dent has troubled Mandrin since. A promise of 


Book 2 


cab fare home is all that he needs; he takes the 
investigators to a nearby cafe. Over a bottle of 
decent wine, Mandrin is glad to talk. 


> Delplace was probably killed by a fault 
in the electroshock machine, but no one 
knows for sure because Leroux removed 
the body the next morning, hoping to 
prevent scandal by withholding the 
details of Leroux's Grand-Guignol- 
style electroshock device. Perhaps the 
patient on whom Delplace worked 
was killed at the same time. 


> In the previous week, Delplace had 
been preoccupied in studying a patient 
he kept in his private wing. Mandrin 
does not know which patient it was, 
but the new observations began after 
the Guimart incident. The room has 
been empty since Delplace's death, so 
perhaps the patient was moved. 

> He recalls the last thing Delplace said 
to him, as he left work the night of his 
death. Delplace passed him in the corridor 
and Mandrin said goodnight. Delplace 
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After half a bottle of Bordeaux Paul Mandrin hesitantly tells of 
the events in the asylum. 


was preoccupied. "It is within my grasp, 
Mandrin,” he said. “Each of us holds the 
key to our whole racial memory. In our 
dreams we speak languages we have never 
known. Soon I shall have the proof? 


> Mandrin has fresh scratches on his 
face, from one of the patients. “Yes, it is 
dangerous work,” he tells them. “A little 
time ago I found Guimart, a colleague, 
slumped in the basement, bleeding from 
a terrible wound one of the patients had 
dealt him. His right wrist was slashed 
badly. It is not known who attacked him, 
for when Guimart recovered, his mind was 
gone. Now he is an inmate, like so many 
others. This job is a demon, I tell you.” 


» Mandrin urges them not to tell Dr. Leroux 
about this meeting. He wants another job, 
but needs a good reference from this one. 


Lire INSIDE 


GUIMART 


This orphaned bully and pervert knew nothing 
before his unfortunate meeting with Fenalik. 
Lacking clear legal authority at present, the staff 
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will not grant an interview with him. Neither 
his room nor landlady have anything to reveal. 

The investigators could have themselves 
committed, which would enable them to talk 
to Guimart, but their sanity may not withstand 
the stay in Charenton—a night close to Gui- 
mart might be a night in Hell. 


COMMITMENT 


Commitment should not prove a difficult task 
for seasoned investigators. A referral from a 
doctor will gain individuals voluntary entrance 
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ENTRY—A dismaying event last 
night. A male nurse, one Guimart of 4th 
Ward, entered the cellars without autho- 
rization, and there, after suffering a рат- 
ful wound to his right arm, collapsed. 
Another nurse, P. Mandrin, investigated 
Guimart's absence and, after some time, 
discovered Guimart on the floor, in severe 
shock. Treatment was prompt and effica- 
cious, but upon regaining consciousness 
this morning, Guimart began raving to 
me about being attacked by a dead man. 

For the moment, I have placed him in 
room 13, and notified his landlady of his 
indisposition. 

Alas, with Guimart was another man, 
one unknown to this institution, and in 
tragic physical condition. Many grave 
questions must be answered. 


ЕМТКҮ--І began to question Gui- 
mart about the stranger. Is he a patient? 
What is his name? How long had Gui- 
mart kept him down there? Had Guimart 
kept the stranger there for a long time? 
Long enough that the mortar sealing the 


and observation, but in order to get this, the 
investigator must suffer a genuine mental af- 
fliction or convince them with a successful Fast 
Talk or Art (Acting) roll. 

Failing this, the investigators might imper- 
sonate vagrants. The police often transferred 
them to asylums if they were bellicose or ag- 
gressive. Any intelligent scheme should be al- 
lowed to work. 

Wards of the State find their incarcerations 
unpleasant. They are placed in large wards filled 
with all types of people, ranging from the truly 
insane to the simply misfortunate. Though the 
psychotic and violent are isolated, the strong 
still prey upon the weak, and individual cases 
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room had cured to such condition? Had 
he given him nourishment? How had he 
survived? 

I am moving the stranger to my pri- 
vate wing, for the moment treating the 
man as an inconsequential derelict until 
more evidence is found. 


ENTRY—Even in a fresh bed the 
stranger’s appearance is horrifying. Given 
small amounts of broth, he merely regur- i 
gitates it. He takes no nourishment, yet i 
lives in a catatonic state. Would electro- i 
shock revive him? | 


ENTRY—After several applications, 
the stranger woke, but so weakened that 
he could not move. He whined and begged 
in different, and very old forms of Greek 
and Latin ... tales of cities crumbling, and 
of other, darker things. What a mystery 
man! It is almost easier to think we have 
tapped some form of group mind or racial 
memory. 

After a few inconsequential notations, the journal 


ends. All the entries quoted are dated just before 
Delplace's death. 


are often neglected or handled without insight. 
Each day in such surroundings requires a San- 
ity roll to avoid losing 1 Sanity point. Eventu- 
ally even the healthiest patient is worn down to 
permanent insanity. They remain in Charenton 
until they are collected by relatives or manage 
to escape. 

Those who were referred by a doctor re- 
ceive better care. As private patients they will be 
given treatment by the staff—immersion baths 
and massage therapies were often practiced— 
and their accommodations are commensurate 
with the amount of money they pay for care. 
The cure rate for private patients here is 7096. 
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Nonetheless, once inside the asylum, the 
keeper is at liberty to inflict on the investigators 
whatever horrors he or she desires. Did Gui- 
mart have some friends? 


FENALIK APPEARS 


Those in the public wards have a chance to 
meet Fenalik. At the keeper's wish, the vam- 
pire visits one or more investigators late at 
night. He is curious to learn why they are 
here; perhaps he overhears them mentioning 
the Sedefkar, or maybe he senses their relative 
sanity and wishes to know what they seek. 

In the dark, Fenalik hovers above the bed of 
the investigator, slowly coalescing out of smoke. 
He gently caresses his or her face with icy hands 
and stinking fingernails, and begins to ques- 
tion, first in Latin and then in French, asking 
who, what, where, and why. If the investigator 
answers, Fenalik slowly fades away, leaving his 
lingering touch upon his or her heart. If the in- 
vestigator doesn't understand the vampire, Fe- 
nalik becomes frustrated and hurls the inter- 
rogee across the room (lose 2D6 hit points). 
He vanishes, perhaps to return again the next 
night, again asking questions in the darkness, 
perhaps of another investigator. Whatever the 
outcome, meeting Fenalik for the first time is 
an unsettling experience, and costs 1/1D4 San- 
ity points. 


Poissy 


Poissy is seventeen and a half miles west of 
Paris. Investigators can get there by train or 
hired car. In the winter months, the train from 
Gare Saint-Lazare will be favored, as the roads 
may be icy in patches. 

The train winds through small suburban 
towns and hamlets before entering the Forêt de 
Saint-Germain, a dense, brooding expanse of 
woods where animal tracks can be seen in the 
snow on either side of the rails. At last the for- 
est opens. There are some fields, silent and des- 
olate under the snow, and then the first small 
houses, and then on the right of the track pas- 
sengers will see the Seine, just a few dozens of 
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yards away. The banks where week-end stroll- 
ers bathe and take the sun in Spring and Sum- 
mer (as in paintings by Seurat near Asnières) 
are bleak and desolate, the punts and other 
barks shrouded and covered or half-filled with 
icy water. 

On the left side of the track, the wooden 
platform overlooks a town square, and waiting 
passengers press on the ramp from the nearby 
café-restaurant of the Hôtel de Rouen, where 
they have been keeping warm. The town is bus- 
tling despite the cold, with the atmosphere of 
an American frontier-town, hedged in by the 
forest. Three-story houses, some recent, some 
dating from medieval times (one, a grocery, is 
proudly marked Depuis 1420), flank the paved 
roads which gendarmes on horses patrol. There 
are carts, a few cars, and a tramline to nearby 
Saint-Germain en Laye. 

With a Spot Hidden roll, investigators 
will see a welcoming sign opposite the train 
platform, near the Hotel Restaurant la Rose 
Blanche: Pharmacie de la Gare, English Chem- 
ist. Most town-folk will direct them there if 
they do not speak French fluently, and the po- 
tard, the chemist, Monsieur Esperandieu, will 
be most helpful with prospective English- 
speaking clients. He can direct them to the 
town hall, although they might also find it by 
walking the town for themselves, meandering 
through the streets where urchins play under 
the supervision of vigilant mothers hanging 
washing to dry. 


THE Town HALL 


The town hall is a two-story building with a few 
colonnades around the porch-entrance. Offi- 
cials and clerks may be rude and unhelpful to 
stumbling foreigners who lack good French or 
a native French translator. An investigator must 
receive a successful French roll and a successful 
Fast Talk or Charm in order to pore over the 
deeds and titles of the village at the time of the 
Revolution. Keepers must judge whether or not 
offers of bribes would be taken amiss. 
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МАМАМАШАМАШАШАМШАШАМШАМАШАШАША 
The Limbs of а King 


This small town was the birthplace of King Louis 
the IXth, known as Saint-Louis, a monarch famed 
for his fairness, who died of cholera in 1270 dur- 
ing the VIIIth Crusade. The Collégiale Notre-Dame 
de Poissy, a rather grandiose church, stands at a 
walking distance from the train station. Investiga- 
tors researching the death of the King will unearth 
a gruesome incident: the King's body was so foul 
upon his death that a decision was taken to eviscer- 
ate him and embalm him summarily to preserve the 
corpse on the return to France. To stop putrefaction, 
the corpse was eviscerated and then dismembered, 
the pieces being then boiled in great vats of water 
and spiced wine to separate the flesh from the bones 
which were then taken back on a perilous route to 
Paris. The entrails were separated, "dilaceratio cor- 
poris," and given to a monastery in Sicily on the way 
back, before being repatriated to Paris once the King 
had been canonised by the Church in 1306. Inven- 
tive keepers will find strange and wondrous ways to 
throw this red herring at investigators already para- 
noid about dismembered body parts. 


RANA NAA АТА 


Granted access to these valuable records, 
a half day and a successful Library Use roll 
amidst the 18th century documents pins down 
the former location of the Comte's villa, on 
the outskirts of town. If they have not already 
found plans to the long-gone villa, they are also 
found here. The investigators are able to make 
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copies, and determine the present address and 
owner of the site: 


Docteur et Madame Christian Lorien 
6 Enclos de Abbaye 
Poissy 


TOWARDS THE MANSION 


To get to the site, investigators must retrace 
their steps towards the station in the direction 
of the Church, passing near a large and grim 
building. The erstwhile Convent of the Ursu- 
lines is now a prison, the Maison d'Arrét de 
Poissy. Wives and families of those imprisoned 
may be waiting outside in the cold for a chance 
to get a visit in the parlor. 

The investigators pass the Church, the Col- 
légiale Notre-Dame de Poissy (built 1130-1140 
AD). It contains the worn font of Saint-Louis— 
worn from the belief that scrapings from the font 
when drunk with water would cure fevers. The 
font is encircled by spikes of forged and twisted 
metal and is rather forbidding. 

Passing though a stone archway into what 
was once the enclosure of the Abbey of the 
Dominicaines, a priory, they find they are now 
walking up cobbled streets, insulated from the 
hustle and bustle of the modern town, sur- 
rounded by older houses and mansions, on the 
outskirts of a large park with age-old trees. The 
investigators might feel as though they have 
stepped back in time. 


Снег LOREN 


The house is surrounded by a large crumbling 
brick wall, obviously of 18th century work. The 
walls are in-part supported by massive climbing 
rose bushes which cover them. The roses would 
be incredibly beautiful in the spring, their per- 
fume filling the area. In winter they are grim 
and forbidding, having been pruned back and 
resembling twisted and knotted barbed wire. 
Through the gateway (there is no gate) a small, 
two-storied brick house can be seen. Smoke ris- 
es from the chimney, and a warm, comforting 
light fills the downstairs rooms. 
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The documents that the investigators 
have studied make it plain that the razed 
mansion of Comte Fenalik once stood where 
the small home now waits. 


MEETING THE LORIENS 


This is the house of the Lorien family, Chris- 
tian, Veronique, and Quitterie. Christian is 
the town doctor. He moved here after com- 
pleting his training in Paris. Veronique mar- 
ried Christian while he was an intern and 
she studied history at the Sorbonne. Their 
child of three years is Quitterie. She is a 
bundle of energy; curious and beautiful, she 
attaches herself to whomever interests her at 
the time, parents or visitors. The Loriens are 
a happy and contented family, unaware of 
the horror that lies beneath their house. 

The Loriens greet the investigators with 
a mixture of caution and curiosity. Inviting 
them in out of the cold, Christian takes the 
investigators into the kitchen and puts on 
some coffee. While he does, the investigators 
can tell their story and explain to him why 
they have come to visit. Quitterie stands by 
her father's legs, watching the investigators 
intently. After a while, she selects one inves- 
tigator (keeper's choice), and sits on her or 
his knee, demanding to be entertained. 

As Christian Lorien makes coffee, call 
for a Spot Hidden roll. Investigators who 
receive successes notice a particularly nas- 
ty scar on the back of his left hand which 
disappears up his sleeve. If asked about 
it, he explains that when cutting the roses 
back last year, he injured his hand on the 
thorns and, despite his best medical efforts, 
the wound became infected. He was ill for a 
number of weeks. 

Over coffee, Lorien continues to chat 
with his guests. If they have been hon- 
est and have mentioned either the simula- 
crum or Sedefkar, he recognizes the terms, 
but cannot remember where. He goes up- 
stairs to ask Veronique if she recalls the 
names. He explains that his wife is resting 
in bed; the cold weather has bought on a 
severe attack of arthritis and he has given 
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her a mild sedative to ease the pain. The 
arthritis manifests only in her left arm 
and hand, but do not advance this in- 
formation unless the investigators ask 
for it. 


THE LETTER 


He returns a few minutes later with a let- 
ter (Paris Handout £6), which he shows 
to the investigators. It is addressed to the 
occupants of the house, it is written in 
French, and was posted in Switzerland. 

Lorien explains that the letter is mean- 
ingless to them. It arrived six months ago; 
owing to one thing and another he has 
not yet replied to it. He is happy to let the 
investigators copy what they will from the 
document—it is not addressed to anyone 
in particular, after all. 

This letter is a pivotal clue to the loca- 
tion of one of the Sedefkar Scrolls. Should 
the investigators not make an enquiry 
about it, then the next day Christian might 
comment that his house has been of much 
interest lately, recalling a recent letter from 
Switzerland. He fetches it as noted above. 


AN ACCIDENT 


While the letter is being discussed, Quitterie 
accidentally jolts the arm of her chosen in- 
vestigator. Hot coffee spills onto Quitterie's 
left arm and the investigator's lap. The coffee 
is not so hot that either is scalded, but the liq- 
uid is hot enough to cause discomfort. Quitte- 
пе screams like a demon—it is as if her arm has 
been cut off. Apologizing, Lorien fetches a cloth 
for the investigator, then hushes his daughter 
and takes her into the bathroom, where he 
cleans and soothes her, and puts sweet-smelling 
lotion on her arm. Remarkably, a long line of 
inflamed skin can be seen on her left arm. 
Christian asks the investigators how long 
they intend to stay. If they need to stay in Poissy 
overnight, he offers them dinner. If the group 
is small (three or fewer), he also offers to put 
them up for the night. If the group is larger, he 
still offers them dinner and then drives them 
to a hotel in the town. Suspicious investigators 


Book 2 


- Gre (фомеп 


^d. v 4, 
uL «dog -iis = ey 


may wonder at his hospitality. Psy- 
chology rolls confirm that he is flattered at the 
historical interest in his home, and believes that 
Veronique will enjoy the company. 


DINNER 


Dinner is cooked by Christian Lorien, and is 

excellent. Veronique Lorien comes down and 

is introduced to the investigators. They can see 

that her left hand is really bent and twisted by | 4 

the arthritis. A pleasant meal is had by all, ех- 

cept for Quitterie, who goes to bed early, —. | 
As the investigators settle in, they notice = | і 

an absence of religious icons in the house. ег — - 

them worry about this, but the answer is asim- — —— = = 

ple one: despite their proximity to the ппргез- |. 

sive Catholic Church, the Loriens are in fact = 
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Protestants, something the doctor does not dis- 
cuss openly in front of his patients. 

In conversation, Veronique asks the investi- 
gators if they like opera; she mentions this be- 
cause last night she and Christian went to see 
the famous soprano Caterina Cavollaro sing at 
the Paris Opera House. It was a wonderful per- 
formance. 

After dinner the investigators can show 
the Loriens the plans of the old house, if they 
haven't done so already. Upon seeing the draw- 
ings, both become excited and willing partners 
in the investigators' plans to discover whether 
the cellars of the old house still remain. The 
keeper must determine how much the Loriens 
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50, Rue St. Etienne 
Lausanne, Switzerland 


To whom it may concern, 

I realize that I am a complete 
stranger and that this letter may well 
mean nothing to you. My name is Ed- 
gar Wellington, and I am research- 
ing the history of a statue known most 
commonly as the Sedefkar Simula- 
crum. I recently came into possession 
of an old scroll which presents an in- 
triguing description of the item. This 
piqued my interest, and I am now en- 
deavoring to trace the simulacrum. 
My search has lead me to your ad- 
dress. The name is probably meaning- 
less to you but, through my research- 
es, I have learnt that the last recorded 
resting place of the piece of art was in 
the house that occupied your land in 
the late 18th century. The statue was 
a unique Arabian artifact, lost during 
the events of 1789. Its last owner was 
a German nobleman who once lived 
where you live today. 

Please, I ask that if you have heard 
any local stories regarding this item, 
or maybe found any traces of the old 
house and its possessions on your land 
which might give a clue as to the even- 
tual fate of the object, would you be so 
kind as to write to me with a summary 
of the information. 

I apologize for the rather strange 
nature of my request, but I feel that I 
should pursue whatever leads remain- 
ing to me. I hope that you will not go 
to any great length regarding this. 

Yours most sincerely, 

Edgar Wellington 
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The Loriens know nothing of 
what lies beneath their house. 


can help; Christian has patients to attend; Ve- 
ronique is crippled and yet must look after 
Quitterie. 

А scream from upstairs interrupts the con- 
versation. Quitterie runs down crying as Vero- 
nique races to her aid. Clinging to her mother, 
Quitterie explains that she saw a boogie man at 
her window. Investigators can see that Quitte- 
rie's arm is still livid from the spilled coffee this 
afternoon. Putting it all down to a bad dream, 
Christian takes her back upstairs, explain- 
ing that no one could climb up the side of the 
house just to stare in her window. 

Unfortunately, Christian Lorien is wrong. 
Fenalik has returned to his old home, and is 
watching both the family and the investiga- 
tors. He is presently toying with the idea of 
killing them all, but has adopted the wait- 
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and-see approach, in case they lead him to the 
simulacrum. 

The investigators may go outside and look 
around. Track rolls discern no footprints in the 
snow around the house. In mist form Fenalik 
leaves no trace of his passing. 


Les Fleurs pu MAL 


The rest of the night passes uneventfully. The 
morning is clear and relatively warm. Using 
the old gate entrance as a base point, a suc- 
cessful Navigate roll locates the position of 
the cellar steps in fifteen minutes; otherwise, 
1D4 hours and a successful Luck roll are 
needed. The top step is under nearly two feet 
of earth and charred brick, near the base of a 
large oak tree. They must dig. Excavating the 
long staircase takes the whole of this winter’s 
day; the sun is low and a cold wind is rising 


Quitterie 
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when they clear the last shovel of earth away 
from the 18th step and the old steel door re- 
veals itself at the bottom. 

Chains and crowbars are necessary to 
budge the door, which has both rusted into 
its frame and become wedged under collapsed 
brickwork. The door opens with a success- 
ful Hard Strength roll for an individual, al- 
lowing a bonus die if another investigator as- 
sists. If all investigators fail, the door can still 
be opened, but they must dig it out, requiring 
another hour. 

Upon opening the door, damp cool air 
greets the investigators. The hall beyond leads 
back toward the walls and outer gate. The 
foundations of Fenalik's mansion were made 
by excellent masons and is quite sound, al- 
though the roots of nearby trees have pushed 
through some joints in the stone work, bulg- 
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ing through like thick, pallid snakes, and mak- 
ing movement difficult at points. With a suc- 
cessful Spot Hidden roll, the investigators 
notice that each exposed root terminates in a 
five-way juncture, like arms ending in hands. 

Rooms empty off the hall to either side, but 
there are no wine racks or mounds of old fur- 
niture. As the investigators walk down the pas- 
sage, each room proves to be a prison cell. Some 
doors are locked, but through the peep holes 
skeletons can be seen beyond. They realize this 
is not an ordinary cellar. Several larger rooms 
contain torture implements, cages, and yet 
more skeletons—many suffered and died here. 
A chaise longue is placed in front of a rack, as 
though to allow an onlooker to take his leisure 
while the victims suffered. Two skeletons are 
chained together, one in the rotting remains of 
a bridal veil. Lose 0/1D3 Sanity points to wit- 
ness the horrors of the basement. 

As the investigators wander through this 
ghastly prison, they eventually become aware 
of dim light ahead, coming from the final room. 
A successful Navigate roll locates this room as 
exactly beneath the outer wall and gate. 


THE ROOM OF THE ARM 


The faint glow comes from roses of fantastic 
colors—aquamarine, violet, orange, and grass- 
green. These flowers hang from thick rose vines 
which have an oily black sheen and drip black 
ichor from long thorns. The vines have grown 
through the remains of those who died here so 
that they support the bent and twisted skele- 
tons, which are thus tormented even in death. 
Flowers bloom in empty sockets, and the vines 
have pulled the dead into strange poses. At the 
base of the mass lies the left arm of a statue. 
It is human-sized, and glows faintly. The entire 
scene costs 1/1D4 Sanity points to see. 

This is the Left Arm of the Sedefkar Simu- 
lacrum, lying where it fell nearly 150 years be- 
fore, when the soldiers broke up the statue. Its 
disgusting influence has worked upon the veg- 
etation, warping and twisting what was natural. 

A Natural World roll confirms the black 
ichor is merely surplus sap oozing from the 
plant under the influence of the arm. The in- 
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vestigators must cut through the vines to get to 
the arm. Investigators must take care to avoid 
being pricked. A Dexterity roll is required to 
avoid losing 1 hit point; if scratched, a Consti- 
tution roll is needed to avoid a mild infection. 
Cutting away the vines completely enough to 
avoid all damage takes about twenty minutes. 


The collection has begun. The investigators are now 
on their way to owning the complete Sedefkar Simu- 
lacrum, a blasphemous and unfortunate relic. Their 
curse has begun, and only the Ritual of Cleansing will 
save them in the end. 


Each piece found forms a bond with the finder, such 
that he or she begins to develop uncomfortable symp- 
toms in the same body part. In play, this should be the 
first investigator to touch the piece. Wrapping the hand 
in cloth does not belay this unlucky, psychic effect. 


The Baleful Influence of each piece can manifest as 
persistent aches and pains, or as profoundly bad luck 
leading to minor injury—the investigator becomes ac- 
cident prone, always localized to the same part of the 
body that he or she owns as a simulacrum piece. These 
incidents never incapacitate the owner, but he or she 
definitely should feel cursed. 


Following are some ideas for the keeper, who can ex- 
pand upon these woes: 


Baleful Symptoms 
Head Persistent headaches, dizziness, vertigo, 
bad dreams, short temper 
Left Arm Sprained wrist, arm ache, eczema, 
uncontrollable shakes, numbness 
Right Arm Wrenched shoulder, sore elbow, broken 
nail, weakness in limb 


Body Cough, short of breath, rash, back strain, 
nausea, rapid heartbeat 

Left Leg Limp, tinea, calf strain, sore knee, itchy 
inner thigh, blotchiness 

Right Leg Sprained ankle, stubbed toe, pins and 
needles, prone to tripping 


The investigator to retrieve the arm be- 
comes its new owner. See the boxed section 
nearby on the Baleful Influence. 

As soon as the vines are cut and the arm 
removed, the rose blossoms begin to decay. 
They cannot be saved, nor do cuttings taken 
later grow. 


Investigators can make Dexterity rolls to avoid acci- 
dents and Constitution rolls to stave off serious illness, 
but minor symptoms should persist. Luck rolls are no 
use against the curse. 


Until they stop being owners of a segment, the Baleful 
Influence continues. Should an owner don the entire 
simulacrum, the Baleful Influence vanishes. 


DESTROYING THE SIMULACRUM 


The pieces of the simulacrum are indestructible. 


Should the investigators try and destroy the simu- 
lacrum, the Sedefkar curse will act as a link between 
the piece and its owner. Conventional force has no ef- 
fect, but bounces off—bullets ricochet and mallets re- 
bound, often unerringly towards the same body part 
as the piece. Luck rolls are required to avoid injuring 
oneself. 


Serious force yields more dramatic results. If the inves- 
tigators take to a piece with a blow torch, the owner's 
skin will start to blacken and bubble. Throwing the 
Head into a blast furnace or into an industrial crusher 
is not recommended, though it could make for a spec- 
tacular death for the owner. The simulacrum piece is, 
of course, unharmed. 


Should an investigator expire, then the logical owner- 
ship passes to the next person to touch the piece or the 
luggage in which it is kept. 


As more pieces are collected, the investigators may seek 
to mitigate the curse. The implications of owning the 
simulacrum complete are discussed in the Sofia chap- 
ter, “Repossession.” 


It may now be after sundown. If so, 
the investigators may become aware of a 
thin mist concentrating in the room (a 
hand inserted into the mist is made un- 
usually cold, nothing more). This is Fe- 
nalik. He is watching, biding his time as 
he determines what he will do. He cannot 
turn into mist during daylight hours. 

The arm is smooth and relatively fea- 
tureless, like china, and cool to the touch. 
Inspected carefully, a repeating pattern of 
arms can be seen in the ceramic. When 
taken away from the roses, it ceases to 
glow. Once they lift the arm, the mist 
in the room swirls about, momentarily 
blinding the investigators. Then it flows 
eerily out the hall and disappears up into 
the open air. 

Give the left arm handout or a photo- 
copy of it to the players. 


CONCLUSION 


Fenalik has decided to let the investiga- 
tors live. He will allow them to gather the 
statue pieces for him, and he will watch 
over them in his own fashion. 

Christian or Veronique are shocked 
and upset to learn what underlies their 
happy home, the doctor even moreso 
than his wife, as he chose the place. She 
embraces him in comfort, and sharp- 
eyed investigators note that her arthrit- 
ic fingers seem to move more freely 
now. As the arm is removed so the curse 
lifts from the Loriens, and focuses on 
the investigators. 

Appropriate state and religious of- 
cials should be notified regarding the 
e number of unburied bodies which 
in the ancient cellar. Once the re- 
irements of decency are satisfied, the 
iens can live out their lives free of the 
ifluence of the arm. When the arm is re- 
moved from the property, Christian's scar 
disappears, Veronique's arthritis recedes, 
and Quitterie's sleep goes undisturbed. 
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The investigators receive 1D4 SAN each for 
recovering the Left Arm of the Sedefkar Simu- 
lacrum. 


All Aboard 


The following section introduces events in Mi- 
lan, yet a chapter away. Keep track of the num- 
ber of days which elapse in Lausanne, since de- 


velopments in Milan depend on the passage of 
a believable length of time. 

The Orient Express stands ready to depart 
from Paris’ Gare de Lyon station around mid- 
night. It is an exhilarating moment, the shining 
blue and gold train at the platform, the staff in 
their perfect buttoned coats gently ushering the 
passengers aboard. A band plays, and the gener- 
al conviviality warms everyone against the cold 
winter night. Stepping aboard, the investigators 
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Strangeness on the Train 


Although he can hide almost indefinitely in or upon 
the Orient Express, Fenalik must come out sooner or 
later to feed. The evidence he leaves in his wake, cou- 
pled with his singular moods and thirsts, may make 
the investigators aware that someone is following 
them. That it is the undead Fenalik should not be un- 
veiled before the climax of the Sofia chapter; however, 
the following section presents a number of incidents 
which the keeper may care to insert into the narrative 
to indicate the presence of a mysterious pursuer. 


* Walking the fog-bound streets of some old Eu- 
ropean city, the investigators hear heavy drag- 
ging footsteps echoing their own. A search behind 
them finds no trace that anyone was ever there. 


Should one of the other passengers own a pet, 
one night aboard the train the animal vanish- 
es from its locked kennel cage. There are no 
bloodstains; the pet has quietly disappeared, 
leaving the staff dumbfounded and scurry- 
ing with apologies and compensations. 


Amidst the glitter of the dining car one night, a 
random investigator senses they are being watched 
from somewhere nearby. No one in the car- 

riage is paying them any at- 
tention, but the investiga- 
tor knows someone is there. 


One night the investigators 
encounter a fellow passen- 
ger apparently sleepwalking. 
Тће person stands on the rat- 
tling platform between two 
carriages, unseeing eyes star- 
ing into the rushing dark- 
ness, muttering “You called 
me, I came,” again and again. 
Wakened, the somnambulist 


is confused and embarrassed, remembering noth- 
ing of the dream which dragged him from bed. 


Returning to their berth or hotel room, the in- 
vestigators find a human outline under the 
sheets of their bed. Under the covers is ev- 

ery piece they possess of the Simulacrum, lov- 
ingly polished and laid out in proper posi- 
tion. No doors or windows have been forced, 
and there is no other evidence of an intruder. 
Did the Simulacrum try to reassemble itself? 


Opening a window of the train for a re- 
freshing breath of cold night air, an in- 
vestigator instead gains a lungful of some 
foul and pestilential odor. It is soon re- 
placed by a reeking gust of engine smoke. 


The sound of some animal snuffling outside 
his or her door wakes an investigator. Open- 
ing the door shows that nobody is there; nor 
does the night-conductor recall seeing any- 
one in the passageway for over an hour. Was 
it the half-remembered echo of a dream? 


During the night in a hotel, an investigator makes 
a grisly discovery after hearing a muffled moan 
from the next room. Investiga- 
tion reveals a suicide, a pale blood- 
less body floating in bath-water 
turned crimson. The wrists have 
been slashed open, the hands are 
nearly severed. But the only ra- 
zors to be found are in a cabi- 

net on the far side of the room. 
How strange that this person 
could cut open their veins and 
stagger across to the bath with- 
out spilling blood on the way. 
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bask in the heated train, 
and admire the luxu- 
rious paneling and the 
comfortable berths, 

Those boarding 
make in themselves a 
brilliant assembly but, 
especially tonight, a 
large crowd is gath- 
ered on the platform, 
throwing roses at a vi- 
brant young woman. 
She is Caterina Cavol- 
laro, the Italian sopra- 
no whom Veronique 
Lorien praised so 
highly, and her many 
Parisian admirers are 
seeing her off. 

She came off-stage 
at L Opéra little more 
than an hour ago, and 
now she is on her way to 
Teatro alla Scala, Milan's 
famous opera house, to 
perform the title role in 
Verdi's Aida. 

Signorina Cavol- 
laro is still excited af- 
ter the performance, and about her journey 
to her beloved Milan. She and her friends sit 
up in the salon car, drinking and laughing. 
The investigators may join them, and will be 
welcomed as if they were old friends. Some of 
the Express staff discretely hover about, at her 
invitation. 

Cavollaro's compartment proves to be next 
to the investigators. She speaks to them in 
glowing terms of the beauty and generosity of 
Milan. She promises to show them the city, to 
take them to “The Last Supper.” (What? No, 
no—Da Vinci's! And yes, the food is very good 
in Milan.”) She even insists on booking rooms 
for them at the most beautifully-situated hotel 
in the world, in the Galleria Vittorio Emanuele. 
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At about two in the 
morning, Cavollaro 
sways to her feet, and 
says she will be back 
in a moment. Fif- 
teen minutes later she 
sweeps in, dressed in 
a silver gown, eyes 
heavily darkened with 
mascara, with an ankh 
on a chain about her 
neck. She announces 
that she would like to 
sing them the aria she 
will be performing 
three nights from now. 
The gathering claps 
their hands in delight. 

This song is impor- 
tant to her, she says, 
because it was Aida she 
saw at Teatro alla Sca- 
la when she was five— 
her first opera. She was 
transfixed. Believing a 
tradition her grand- 
mother told her of, she 
sang along with this aria, keeping in mind 
her fondest wish so that it might come true. 
She had entered La Scala that evening want- 
ing a pony, but then the opera started and she 
knew she wanted to be a singer more. And so, 
she says laughing, for her, the opera has al- 
ways been magical. 

The aria she is about to sing is “Ritorna 
Vincitor”. She explains that Aida is divided in 
loyalty between the man she loves, Radames, 
and her father Amonsro, who are the two op- 
posing leaders in a great war between the Egyp- 
tians and the Ethiopians. She sings, the aria so 
clear and rich that the tone and the words etch 
into the investigators memories. Cavollaro ex- 
plores the very limits of human song and the 
human soul. 
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When the investigators ride the Orient Express, they 
loll in the lap of luxury and perfect service; at the 
keeper's option, allow each to regain 1 Sanity point 
for any leg of the Orient Express trip in which noth- 
ing-untoward happens. This reward cannot take any 
investigator beyond his or her starting amount. 


ANA ANA ANA A AAA ANA AAA 


When she finishes to thunderous applause, 
she approaches the investigators and offers 
them front-row tickets for opening night in 
gratitude for their company. Opening night is 
three days away—keepers should note the ex- 
act date if using the 1923 calendar. Caterina re- 
minds them that she will book them rooms in 
a hotel in the Galleria, the very center of Milan. 
With that and “А domani" (*See you tomor- 
row"), she goes off to bed. 

No-one tonight knows it, but that was her 
swan song. А cruel fate awaits her in Milan. 

The entertainment is ended, but the eve- 
ning goes on. Strangers become friends, and 
friends become intimates. A high-stakes game 
of cards evolves in one corner. And the train 
roars on through the night. 


A DREAM OF TRAINS 


Eventually the investigators will find their beds. 
This is their first night aboard the famous Sim- 
plon-Orient Express, but they also unknowing- 
ly hold a ticket for a different train altogether. 

Keepers who intend to run the optional 
scenario “Тһе Dreamlands Express" may find 
it convenient to stage part or even all of that 
strange and marvelous fable on the overnight 
journey between Paris and Lausanne. See the 
scenario for further information. 

Riding aboard the Dreamlands Express is 
contingent upon falling asleep on the Orient 
Express. There are only two other overnight 
trips on the timetable from Paris to Constanti- 
nople, both of which involve other events in the 
campaign. Between Trieste and Belgrade the in- 


Воо 2 


vestigators may have a nightmare of Dream- 
Zagreb, another optional scenario; and on the 
long dark night between Sofia and Constanti- 
nople, Fenalik will ensure that no-one sleeps. 
However, if it does not suit the keeper to 
break the rhythm of the quest for the simula- 
crum at this juncture, ^The Dreamlands Ex- 
press" can be initiated during a short siesta af- 
ter a particularly good lunch aboard the train. 
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Statistics 


REMI VANGEIM, Age 27, Sorbonne Student 


and Essayist 
STR 65 CON 70 51775 INT 80 
РОУ/ 65  DEX50 АРР70 EDUS5 


Sanity 65 Build:1 Move:7 НР14 


Damage Bonus: +104 
Brawl 40% (20/8), damage 1D3 + 1D4 
Dodge 25% (12/5) 


Skills: Library Use 4096, Persuade 6096, Spot Hidden 
40%. 


Languages: English 60%, French (own) 85%, German 
70%, Greek 20%, Latin 45%, Old French 65%. 


MADAME ROGNIAT, Age 54, Secretary to 


Dr. Leroux 
STR 50 CON 70 51780 INT 70 
POW 80  DEX45 АРР50 EDU75 


Sanity 80 Build:0 Моуе:5 HP15 


Damage Bonus: +1D4 


Brawl 25% (12/5), damage 103 + 1D4 
Dodge 25% (12/5) 


Skills: Accounting 55%, Psychology 35%, Spot Hidden 
50%. 


Languages: French (own) 75%. 


CHRISTIAN LORIEN, Age 33, Doctor and 


Father 
STR 75 СОМ75 51765 INT 80 
POW65  DEX60 АРР70 EDUOI 


Sanity 65 Build:1 Move:8 НР 14 


Damage Bonus: +104 
Brawl 25% (12/5), damage 1D3 + 1D4 
Dodge 30% (12/5) 


Skills: Art (Cooking) 60%, First Aid 95%, Medicine 75%, 
Psychology 45%, Science (Biology) 50%, Science 
(Chemistry) 20%. 


Languages: English 70%, French (own) 91%, Latin 15%. 
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VERONIQUE LORIEN, Age 31, Historian САТЕКІМА CAVOLLARO, 
and Mother Age 27, Opera Star 

STR60 СОМ75 SIZ60 ІМТ80 ооо NE 
бекет лы Apes pues POW 60  DEX60 APP80 EDU85 


Sanity 70 Build: 0 Move: 8 HP 13 Sanity 60 Build: 0 Move: 8 HP 13 


Damage Bonus: +0 Damage Bonus: +0 


Dodge 25% (12/5) Brawl 25% (12/5), damage 1D3 
Skills: History 65%, Law 45%, Library Use 65%. Dodge 30% (12/5) 
Languages: English 70%, French (own) 85%, German Skills: Art (Sing) 98%, Charm 70%, Credit Rating 80%, 
60%, Latin 35%. Enjoy Life 85%, Fast Talk 63%, Listen 55%. 
Languages: English 45%, French 50%, Italian (own) 
QUITTERIE LORIEN, Age 3, Daughter ЗАРА 
STR25 | СОМ45 51720  INT65 THE GHOUL THAT WAS GUILLAUME, 


POW 75  DEX35 АРР 75 EDU 10 


Sanity 75 Buildi-2 Move:9 HP 6 Parisian Ghoul 


Note: Guillaume’s statistics are presented in the chapter 


Damage Bonus: -2 
“The Dreamlands Express.” (p. 176-177) 


Dodge 17% (8/3) 
Skills: Enchant Adult 95%. 


Tananan гере}: (оен) 1 FENALIK, Semi-Immortal Vampire, Previous 
: УУ: 0. 


Owner of the Sedefkar Simulacrum 
Note: Fenalik’s statistics are presented іп the Sofia 


chapter “Repossession.” (p. 7 of Book 4) 


NOUVEAU „PARIS MONUMENTAL 


DE L'ÉTRANGER DANS PARIS. 
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DREAMLANDS 1923 
The Dreamlands Express 


In which the investigators board a train built of dreams and battle monsters 


born of their own nightmares. 


by Penelope Loy e 


AN OPTION FOR KEEPERS 


The Orient Express may be the most luxurious 
train in the world, but an even more luxurious 
one exists in dreams. Investigators are invited 
aboard the Dreamlands Express when they 
sleep aboard the Orient Express. Thereafter, 
the investigators may return to the Dreamlands 
and to the Dreaming Express during any sleep. 


МАМАМАМАМАМАМАМАМАМАМАМАМАМА 
А [ream Option 


This scenario is optional. It is intended, in tribute to 
Lovecraft’s Dreamlands, to provide some fantastical 
moments amid the darkness of the 1923 campaign. 


Lovecraft’s stories “The Dream-Quest of Unknown 
Kadath” and “The Doom That Came to Sarnath” 
provide a perfect understanding of the lore and 
feel of Lovecraft’s Dreamlands. The Call of Cthulhu 
supplement H.P. Love- 
crafts Dreamlands will „ 7 
also assist, but is not A 
essential. A full de- 
scription of all coun- 
tries and cities along 
the route is included 
below, along with es- 
sential dreaming rules 
and skills. 
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The first opportunity is during the overnight 
journey from Paris to Lausanne. Keepers may 
wish to run just the Ulthar section during this 
journey, and then intersperse the remaining 
nights of dream out across the campaign. 

The scenario asks players to weigh moral is- 
sues and have some interest in debating gray ar- 
eas. If your players prefer to go in all-guns-blaz- 
ing, this may not be the scenario for them. Its 
primary aim is to give assistance to weaker par- 
ties. In particular, if keepers feel their investiga- 
tors may have problems dealing with Fenalik, 
this scenario contains the Lovers’ Heart, a pow- 
erful artifact that can be used against him. 


KEEPER 5 INFORMATION 


The Dreamlands Express is the dream of a for- 
mer conducteur on the Orient Express, Henri 
Peeters. Gaslight-era investigators meet Henri's 
younger self in the scenario “Тһе Blood Red 
Fez”. Henri noticed how careworn many of the 
Orient Express passengers were. He devised his 
Dreamlands Express to allow them to discard 
disabling fears and hopeless dreams. Henri's 
train also serves as a luxury express service for 
Dreamlands folk who can afford the privilege. 
Henri reinvests all profits back into his creation. 

The Dreamlands Express is an apogee of 
luxury, surpassing even the Orient Express, be- 
cause it holds all the impossible and ethereal 
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opulence of dreams. The service, the furnish- 
ings, and the food all are beyond comparison 
for they are true creations of the imagination. 
Any trip aboard the Dreamlands Express, ex- 
cept the last, gives the dreamer 1 Sanity point. 

At a bridgehead beyond Serannian, in the 
Gulf of Nodens, Henri has constructed his own 
personal dream-land, which enables his pas- 
sengers to throw their emotions into the gulf 
as sacrifice to Nodens. Unfortunately two pas- 
sengers, Madame Bruja and Monsieur Karakov, 
have compelling horrors with the power to de- 
stroy Henri's train. It is up to the dreamers to 
save the Express. They are also given the chance 
to obtain the Lovers' Heart, a powerful artifact 
filled with hate. 

Keepers are advised to read the entire sce- 
nario before running it. Different sections de- 
scribe the train (the Dreamlands Express), 
the passengers (Strange Companions) and the 
events of the journey (described under each 
city along the way). 


Cats Rule the Ulthar Streets at Night 
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Aboard the train the dreamers investigate 
a murder, and attempt to negotiate a peace. It 
is suggested the scenario be broken into three 
‘nights, to allow for Waking World investiga- 
tion and other events of the 1923 campaign. 
The first night is the introduction (Ulthar to 
Dylath-Leen), the second the Murder on the 
Dreamlands Express (Dylath-Leen to Apho- 
rat), and the third the action of the Diplomacy 
Game through to the Journey's End. However, 
the scenario can just as easily be run as one con- 
tinuous adventure. 


TECHNOLOGY IN THE DREAMLANDS 


No technology functions in the Dreamlands 
until it has been ‘fixed’ in the Waking World for 
at least five hundred years. When the dreamers 
arrive in the Dreamlands they can carry any 
weapons and belongings that were touching 
their person when they fell asleep, however that 
item is now transformed into its equivalent in 
the Dreamlands. A gun becomes a crossbow or 
a sword, a torch becomes a lantern, and etc. The 
transformed item retains its Dreamland iden- 
tity on return to the Waking World. Items taken 
from the Dreamlands Express do not return to 
the Waking World. They simply vanish in the 
gulf between waking and sleep. 


DEATH AND INJURY IN THE 
DREAMLANDS 


In the Dreamlands, dreamers heal at the nor- 
mal rates. АП such injuries disappear on wak- 
ing, and the dreamer is fully healed when he or 
she returns to the Dreamlands. 

If a dreaming investigator dies in the 
Dreamlands, he or she is shocked awake and 
loses 1D10 Sanity points. He or she can never 
again return to the Dreamlands. 

Conversely, investigators who die in the 
real world might be able to pass over into the 
Dreamlands with a successful Dreaming roll 
at death. 

Sanity is gained and lost at the usual rate. 
Keepers may wish to use the Nightmare Ef- 
fects rules from H.P. Lovecraft's Dreamlands for 
temporary insanity. Dreamers reduced to zero 
Sanity in the Dreamlands are transformed into 
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ЕСТІП Skills 


Two skills unique to the Dreamlands should be con- A dreamer cannot normally create an object of more 
ferred to all investigators. These are adapted below for — value than their Dreaming skill percentile in one dream, 
7th edition. More detail about dreaming exists in H.P. so especially large or complex objects may require sev- 
Lovecrafts Dreamlands, but the following is sufficient eral dream-sessions before enough magic points can be 


for this scenario. spent to form it. Power must be expended to make an 
object permanent, and thus present in the investigator's 
DREAMING (1/5 POWER) next dream. Generally, 5 POW must be expended per act 


Dreamers receive this skill the first time they enter the ОЁ creation for minor objects, more for larger objects, 
Dreamlands. It starts at a percentile amount equal to and for major, very complex objects Power equal to the 
one-fifth of the dreamer’s Power. Dreaming is used to cost in magic points may have to be sacrificed, as deter- 


alter Dreamlands reality. mined by the keeper. 

Magic points must be spent to use the Dreaming skill. Dreaming may be used to restore hit points at the 
The keeper decides upon the value of the desired cre- cost of 1D3 magic points for each hit point so cured. 
ation or alteration. If the magic points spent equal or Most native residents of the Dreamlands do not pos- 


exceed the value, and the user's skill roll is a success, then sess the Dreaming skill. 
the object is created properly. The magic point valuation 
begins at one-fifth of the most important attribute of DREAM LORE (1/2 CTHULHU MYTHOS) 
the object, with size considered first, and then increased Dream Lore has a base chance equal to half the inves- 
for value, as decided by the keeper. Living things have — tigator's Cthulhu Mythos skill (round down). For ev- 
twice the value of their non-living equivalents. ery two percentiles of increased Cthulhu Mythos skill 
For example, a small statue of SIZ 20 would cost 4 thereafter, the investigator's Dream Lore increases by 
magic points to create, but a small golden statue might опе point, whether or not the increase occurs in or is 
cost 8 magic points. А dog with a SIZ of 20 would also directly to related to the Dreamlands. 
cost 8 magic points to create, as it is living. Creating a This skill represents knowledge of the Dreamlands. 
SIZ 50 tree would cost 20 magic points. Altering an ob- Dream Lore allows dreamers to know something about 
ject costs fewer points, for example turning a SIZ 50 tree а specific Dreamlands location, remember a point of 
into a fruit tree might only cost 4 magic points. Once  Dreamlands history, recognize a Dreamlands creature, 
the magic point cost has been determined, a Dreaming know how to get from once place to another, or identify 
skill roll is made. particular entities as belonging to the Cthulhu Mythos. 


AA ANN AN А! А! ANA UN ANDA А\ /А\ /А\ А! А! А! А А! AAA AA ANA 
whatever dream-horror the keeper thinks is They wake walking the cobbled streets of 
most appropriate. The earthly body of such ап ап old town. The town is veiled іп a thick mist, 
unfortunate goes insane or dies in its sleep. but the mist has a golden and ethereal glow that 


means either dawn or dusk. An eager river chat- 
ters over pebbles beneath an archaic bridge of 
mossy stone. The cobbles are thronged with 
cats. The dreamers need to watch their step— 
Dexterity rolls are required to avoid acciden- 
tally treading on one. 

Experienced dreamers, or those making 
their Dream Lore roll, will recognize they have 
turned their day compartment into a bedroom passed into Earth’s Dreamlands. This town, is 
while they were dining. As soon as they close Лаг, where Бу law no man may kill a cat. The 
their eyes they sink into a deep sleep. river is the singing stream of Skai. 
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INVESTIGATOR. INFORMATION 


Sated after a gourmet feast accompanied by 
fine wines aboard the Simplon-Orient Express, 
the investigators retire to their luxurious ac- 
commodation. Their attentive conducteur has 
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Ahead, a lofty platform built of exqui- 
site Ottoman ivory arches is raised above the 
cobbled streets on the edge of town. The set- 
ting sun pours amber light over the platform, a 
warm light that mellows and beautifies every- 
thing it touches. 

Green fields and sleepy cottages appear 
through the thinning mist beyond, which also 
shows the glorious sunset. Voices call from the 
platform. ^Hurry, the train is coming!" 

The hurrying cats prick their ears and rush 
forward in graceful leaps. 


DBoanpNcG THE DrEAMLANDS Express 


ULTHAR STATION 


Steps lead up to a platform from a lane on the 
edge of town. A prosaic yet pleasingly lettered 
railway sign reads “Ulthar Station". There are 
no tracks laid on the other side of the platform. 
Instead long, green grass, heavy with dew, and 
studded with strange round imprints vanishes 
into the mist on either side. 

To the left the spacious length of the plat- 
form is cordoned off with red rope tied be- 
tween polished poles of brass. A small, exqui- 
sitely hand-lettered sign reads “Cats Only”. 
Beyond this barrier the station ivory is covered 
with resting feline forms. The latecomer cats 
hurry up to join their fellows in a purring, furry 
mass. There are all kinds of cats, homely tabbies 
and white cats with tabby patches, haughty Sia- 
mese and Abyssinians, and a soot black mother 
cat and her friendly kitten. 

A blue and red carpet embroidered with 
gold leads from the station entrance to the 
edge of the platform. The writing on the carpet 
reads, “Тһе Dreamlands Express”. 


THE DREAM CONDUCTEUR 


А stick thin figure dressed in the blue and gold 
uniform of a conducteur of the Orient Express 
stands on the platform. He wears white gloves 
that hide his hands. A white and bird-beaked 
mask conceals his face. His long, black hair is 
powdered and ribboned and set with a three- 
cornered hat. He calls, partly in French, mostly 
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in English: "Mesdames and Messieurs, the train 
is coming. Please prepare to board.” 


THE PASSENGERS 


A colorful crowd of richly dressed Dreamlands 
folk wait on the platform. They rise from their 
comfortable chairs, gather their luggage and 
crane their necks in eager anticipation of the 
train's arrival. 

Three human dreamers wait amid the 
crowd. They are a cheerful looking man with 
mutton chop whiskers dressed in woolen gar- 
ments, carrying a briefcase (“Мас” Macken- 
zie), a gaunt and severe older woman in a high 
Elizabethan collar and widow's reeds clutch- 
ing a heart-shaped valise (Madame Bruja), and 
a dapper bearded man in fur-trimmed robes 
(Monsieur Karakov). The men nod to the other 
dreamers in acknowledgment, while the wom- 
an stares icily ahead. AII three are described in 
the "Strange Companions" section, beginning 
on page 137. 


THe TRAIN АУЕ 


A heavy regular thump comes from the mist. 
Something huge and unseen shakes the earth 
with heavy tread. Then multiple funnels of steam 
jet out over the station in all directions. These 
are not from the funnel of any earthly train. 

A monstrosity emerges from the mist, a 
bloated, bulbous mass, “an octopus, centipede, 
spider kind of thing’, “all like jelly’, “made of 
separate wriggling ropes all squashed togeth- 
ег”. Golden eyes roll with its bulk and multiple 
maws open and shut. It stomps along on dozens 
of stumpy limbs that fold in and out of its body. 
The beast looks as if it were dredged upon from 
some unfathomable abyss of the sea. Tentacles 
writhe freely all around its front and flanks. Be- 
hind the beast its tentacles are entwined with 
a second beast that follows, and a third, and a 
fourth. An entire train of the beasts emerge as 
the mist shreds around their massive forms. 
These grotesque creatures should cost Sanity to 
view but because they are so obviously under 
control no Sanity is lost. 
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The lead beast, the ‘Engine, moves past the 
dreamers and comes to a halt at the end of the 
platform. It gives a heavy, ponderous sigh, and 
from its multiple tentacles dozens of streams of 
eldritch smog snort out. 

Atop the beasts are airy ivory pavilions. 
Banqueting halls, bath houses, and richly fur- 
nished sleeping compartments are glimpsed 
through the archways. Rare furs and costly car- 
pets cover the floors of the pavilions and con- 
ceal all sight of the beasts beneath. 


A TICKET TO DREAM 


Henri rattles down a ladder from the back of the 
nearest beast to assist the dreamers to embark. 
There is a ladder on each beast. The ladders are 
longer than the platform requires, allowing dis- 
embarkation between stops if required. Henri 
assists passengers onto the train. He singles out 
human dreamers for a special greeting: 

"Welcome aboard the Dreamlands Express 
to the Land of Hope that lies beyond the City of 
Gold. Here is your free ticket.” He hands them 
each a ticket made of silver tissue. 

If the dreamers try to buy a ticket Henri 
gently waves their money away. He gives them 
their own free ticket. Even if they lose this ticket 
it will always appear in their hand the next time 
they dream. He explains: 

"In the Waking World I was Henri Peeters, 
a conducteur on the Orient Express. I have cre- 
ated my Dreamlands Express for all those who 
ride the Orient Express. At the end of the jour- 
ney, in the Gulf of Nodens, you can unburden 
yourself of your fears. There is only one journey 
granted to each soul, that you must understand. 
If you are ready to ride, then welcome aboard!" 

The ticket stipulates the rules of the train, 
and is reproduced nearby (Dreamlands Hand- 
out #1). 


THe Tran Departs 


Henri calls all passengers to board. If the 
dreamers decide not to board they awaken as 
per Waking From the Dream, below. Other- 
wise Henri escorts them to their compartment, 
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DREAMLANDS HANDOUT #1 


DreAMLANDS Express ТіСКЕТ 


Human dreamers, or once-human dreamers 
whose waking self is now dead, may travel the 
Dreamlands Express for free. 


In order to journey on the Dreamlands Ex- 
press, you must board while asleep on the 
Orient Express. Once you have slept on the 
Orient Express, you may return to the Dream- 
lands Express at any time, from any bed in the 
Waking World. 


Once you have boarded the Dreamlands Ex- 
press, you return to the same Express even if 


days, weeks, months, or years have passed. 


You may use your ticket to journey between 
the cities the train serves: Ulthar, Dylath- 
Leen, Zar, Aphorat, Thalarion, Xura, Aira, 


Sona-Nyl, and Serannian. 


If you stay on the train beyond Serannian, it is 
assumed you wish to discard your fears in the 
Gulf of Nodens. Beyond Serannian there is no 
return. At journey’s end you will return to the 
Waking World. 


After visiting the Gulf of Nodens you cannot 
board the train again, even as a paying cus- 
tomer, as that would negate the sacrifice you 
made. This is a bargain made with Nodens. It 


is non-negotiable. 


whose interior panels can be drawn back to 
form a spacious ivory pavilion with enough 
luxurious divans for all. Henri tells them that 
dinner will be served in the banqueting hall af- 
ter sunset, and that banquet wear is required if 
they wish to attend. He leaves them to refresh 
themselves. Savory scents soon start emerging 
from the kitchen. 


WAKING FROM THE DREAM 


The first time the dreamers wake it is morning 
and they are back on board the Orient Express. 
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An Intelligence roll is required to keep hold of 
their dream, otherwise they forget, although 
memory may be prompted by conversation at 
breakfast. 

The investigators can now return to the 
Dreamlands Express any time and anywhere 
that they sleep. A week in Dreamlands is but 
an hour in the Waking World. Keepers may 
adjust the time scale to suit the plot. It is, after 
all, a dream. 

The dreamers can learn more about the oth- 
er passengers in the Waking World. See Waking 
World Investigations, below. 


THE EXPRESS OF ALL TIMES 


Henri’s beloved Orient Express has changed 
since his time in the Waking World, and so it 
will change again. His Dreamlands Express is a 
timeless evocation of that great train, and the 
feat of dreaming that has gone into its creation 
warps time around it. Waking World passen- 
gers from different centuries can discover the 
train. Passengers from different eras of both 
the Waking World and the Dreamlands will 
sometimes get on, travel together, and depart, 
each to return to their own time stream. Thus, 
the dreamers will share banquets and intrigues 
with diplomats from Sarnath and Ib, cultures 
reported as extinct. It is up to the keeper as to 
whether this adventure takes place before the 
fall of those two cities, or whether the Express 
has caught up their temporal echoes. Either 
way, the continuity of dreams prevails. 


The | reamlands Ex less 


Henri PEETERS 


Henri wears his Orient Express uniform, made 
jaunty with his three-cornered hat and his long 
black hair, powdered and beribboned. A white 
and bird-beaked mask conceals his face, and 
white gloves cover his hands. 

Henri is a proud Belgian from the reign of 
King Léopold П, and a conducteur on the Ori- 
ent Express of his age. 
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Henri is completely unflappable. His ser- 
vice is impeccable. His advice is always good. 
He speaks all the languages of the Dream- 
lands. He is never fazed by even the most ou- 
tré passenger or event, and caters to the wish- 
es of all, as long as no harm to others, or his 
train, is involved. 

His catchphrase is a quiet announcement 
in the third person: “Henri is here. How may 
I help you?” Investigators who have traveled 
on the Orient Express in the Gaslight era have 
heard it before. 


STORY 


In life Henri died in a fire on board the Orient 
Express, heroically saving the life of a lady and 
her daughter while sacrificing his own. An ex- 
perienced dreamer, Henri continues to live in 
the Dreamlands. Henri's dream self is scarred 
from the fire that killed his waking self, and he 
wears gloves and mask to hide these scars. The 
tolerant folk of the Dreamlands know that the 
one thing that cannot be concealed is the true 
nature of the heart. They know that Henri's 
heart is good, and pay no heed to his outland- 
ish attire. 

Laying his track and obtaining his Dream 
train required endless negotiation, and taxed 
even Henri's reserves of diplomacy and tact. 
First he had to deal with the Dreamland coun- 
tries and kings to allow his Express to pass 
through their lands. Finally he had to forge a 
lasting bargain with the gods themselves, and 
not just the weak and feeble gods of Earth's 
Dreamlands either. The bargains he struck have 
certain consequences. 

Truly, he concurs with Atal, High Priest of 
Ulthar, that it is better to leave all gods alone, 
except in tactful prayers. 

He seems always at the dreamers' shoulders, 
offering a sip of consommé, trays of savory 
or sweet snacks, or goblets of the incompara- 
ble chartreuse of Sarrub. If befriended he has 
no hesitation in telling the dreamers his tale. 
If the dreamers press the question, Henri will 
show them his burns. A Psychology roll con- 
firms that the eyes that gleam from the scarred 
wreckage of his face are unmistakably kind. 
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DREAM ARTIFACT 


Henri's dream artifact is the Dreamlands Express. 


THe Aren Dream~ TRAIN BEASTS 


These beasts are from an alien Dreamlands. 
Henri journeyed long and hard to get them. 
They are utterly under Henri’s control and 
are neutral. They feel no pain and cannot be 
harmed by any mortal weapon or spell. For the 
purposes of the scenario they are considered 
impregnable. They move so smoothly on their 
stumpy legs that not even the slightest vibration 
jolts their passengers. The “front” and “back” of 
these creatures is arbitrary, they can move in 
any direction with equal ease and indeed can 
clamber straight up a cliff face if required (in 
this case the “carriages” all move smoothly to 
the “top” of the beast, without shaking so much 
as a drop out of the dreamers’ wine glasses). 

Unless Henri commands the beasts to sepa- 
rate their tentacle grip on each other, they can 
only be torn apart by opposing STR 330. Sepa- 
rated beasts without orders from Henri act like 
disconnected railway carriages. The Engine- 
beast and any beasts with it will forge ahead 
while the disconnected beasts will slowly come 
to a halt, then wander aimlessly. 

The dream-beast tentacles act on Henri’s 
order to restrain any violent or unruly passen- 
ger. Depending on the nature of their trans- 
gression, the tentacles wrap around the passen- 
ger to restrain them, deposit them gently on the 
ground, or toss them from the train. 

Anywhere except the Gulf of Nodens, the 
dream-beast tentacles will catch hold of any item 
thrown or dropped from the train and return it. 
Anyone trying to discard an item this way needs 
a successful Luck roll for the item to be returned 
to themselves, otherwise it is handed to Henri. 

The Dreamlands Express has an elastic 
length. Beasts can be added or subtracted from 
the train in any order, from the middle as eas- 
ily as at the end. Thus sometimes the dream- 
ers tramp for miles along its ivory corridors to 
reach the Banqueting Hall, and at other times 
the Banqueting Hall is right next door. Assume 
1D10+10 beasts at any one time. 
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For combat purposes, it takes one round to 
run the length of one beast, thus between 10 and 
20 combat rounds to run the length of the train. 


MENIALS OF THE DREAMLANDS 
EXPRESS 


Henri’s view of service is that it should be im- 
peccable and invisible. His passengers should 
have their needs met before they are even aware 
of them. To this end he has two forms of me- 
nials aboard. 

The first kind of menial are the tentacles 
of the Train Beasts. These tentacles either en- 
ter through the windows or rise from the bulk 
of the beast, rolling back any carpet or furs. 
The beasts can generate extra tentacles at any 
time. The tentacles do all the labor-intensive 
work, neatly replacing the floor coverings once 
the work is done. They make the beds, clean, 
load and unload, but only when no one can see 
them. The only time they are seen is if a passen- 
ger needs to be removed. 

The second kind of menial is the invisible 
fluting things that cook and wait on the pas- 
sengers when Henri is not available. Are they 
humans rendered invisible, or something less 
salubrious? Do they leave footprints in flour 
sprinkled on the floor? Would dust thrown into 
the air reveal their shape? The dreamers may go 
insane with curiosity as they try to figure out 
the nature of these servants. 


Strange Companions 


Herein are listed all passengers on the Dream- 
lands Express. Their statistics can be found at 
the end of the scenario. 


DREAM ARTIFACTS 


Each passenger has a dream artifact noted in 
their description. This is the thing they would 
sacrifice to the Gulf of Nodens, to help them 
forget. The dreamers too have the opportunity 
to fashion such an artifact, should something 
trouble them in the Waking World. 


Continued on page 141 
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The carriages are linked by ivory 
drawbridges over the beast ten- 
tacles below. Rich door-curtains of 
red velvet lower over these doors to 
keep out drafts. Softly colored lan- 
terns light the corridors and com- 
partments. 

Exact floor plans are not provided. 
These are carriages of dream, and can 
expand as per the keeper’s fancy. The 
diagram nearby shows the relative 
position of one carriage to the next. 
The keeper should feel free to add or 
remove dream-beasts on any given 
leg of the journey. 


THE ENGINE 


This beast leads the train. There 
is a vast ivory pavilion on its back 
but there is no ladder to the ground 
and the crimson curtains are always 
closed. 

The Engine beast is fed through a 
maw that opens in its back, spilling 
red light. The fuel is shoveled in by 
two stokers, who are nightgaunts in 
disguise. They are charged by Nodens 
with tending and protecting the train. 
They drop their disguise only to fly to 
its defense, while Nodens bellows in- 
coherent guidance from the Gulf. 

Henri has made the stokers look 
as normal as possible. They wear 
Dreamlands Express uniforms and 
white ceramic masks: one smiling, 
one frowning. Henri has used his 
Dreaming skills to render their tails 
and wings invisible although the air 
shimmers where the wings and tails 
should be. Three-cornered hats cover 
their curving horns. 

The nightgaunts cannot speak. 
They never laugh or smile for beneath 
their masks they have no faces. They 
tirelessly hack fuel out of the fuel ten- 
der behind them and shovel it into 
the Engine’s gaping maw. If the train 
needs to travel faster, they shovel faster. 
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The Carriages 


The food-fuel passes along 
through the Engine in striating rings, 
then through the tentacles at the 
rear and into the next beast, in ways 
the dreamers probably don’t want to 
think about. 

The Engine can be entered from 
the rear, after passing through the 
Kitchen, Baggage Van and Fuel Ten- 
der, or by climbing along the beasts. 
Clambering over the Fuel Tender is 
a risky proposition as the stokers are 
not overly fussy about what they feed 
into the Engine. The Engine pavilion 
has no roof (this lack is not visible 
from the side). 

The Engine has no carpet or furs 
to cover its bulk. Its gelatinous body 
feels clammy underfoot and its eye- 
balls squish nastily. There are two 
holes in its top, like whale blowholes. 
These giant nostrils are filled with 
glutinous mucus. 

Henri guides the train with his 
willpower. Anyone else wishing to 
do so has to use these blowholes. 
Plunging a hand elbow deep into 
the left blowhole turns the creature 
left; the right blowhole turns the 
creature right. Plunging both hands 
into the mucus brings the Engine to 
a slow halt. 


THE FUEL TENDER 


This beast is used as fuel for the 
train. The nightgaunt stokers hack 
out its jelly-like flesh and throw it 
into the maw of the Engine beast. 
It regenerates, although not quickly 
enough for one beast to feed each 
service, so it is replaced at each sta- 
tion. The beast does not bleed or ex- 
press, or indeed seem to feel any pain 
or resentment at this treatment. 


THE BAGGAGE VAN 


This compartment holds luggage, 
kitchen supplies and trade goods. 
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Luggage left behind by dreamers 
abandoning their dreams is stored 
here, should they return for it one 
day. Trunks are full of lost hopes and 
broken hearts: 


Trunks full of mothballed 
academic robes, or fad- 
ed wedding gowns; 


Shattered engagement rings; 


Dusty heart-shaped boxes of 
white-furred chocolates; 


Withered arrange- 
ments of dried flowers; 


Half-completed novels 
and unfinished poems; 


A warped cricket bat, 
a deflated football; 


A half constructed model of 
a sailing ship in a bottle; 


A music box that plays 
discordantly; 


A violin with broken strings; 


A map showing dream 
continents with their in- 
teriors all blank; and 


* An empty bassinet. 


The luggage of the current passen- 
gers includes Karakov’s locked trunk. 
See the description of his dream arti- 
fact in Strange Companions. 

Non perishable food is also stored 
here. There are sacks of flour and rice, 
crates of fruits and tubers and cages 
of live peacocks and magah birds 
(beware, their song can hypnotize, 
and they are carnivorous). Perishable 
food is taken on at each station. 


THE PADDED 
COMPARTMENT 


Below the Baggage Van is the Pad- 
ded Compartment, in the belly of 
the beast. At Henri’s command the 
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Baggage beast opens a maw in its 
bulk below the drawbridge leading 
to the Bath House. A slimy passage 
leads to a windowless hollow space 
within the beast. Henri reserves the 
Padded Compartment for those 
who prefer to travel without the in- 
convenience of sunlight. The Beings 
of Ib throw strange parties here. 


THE BATH HOUSE 


This beast bears aloft a commu- 
nal bath of scented, heated water 
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and towels of utmost fluffiness. All 
Dreamlands folk bathe nude, re- 
gardless of sex. The Sarnathian del- 
egation enjoy bathing together and 
indulging in witty discourse and 
amorous entertainments, to which 
they will invite the most good-look- 
ing or intelligent dreamer, while 
pointedly snubbing the less blessed. 
The Beings of Ib enjoy the bath at 
midnight, when a green misty light 
shines from the pavilion, and Henri 
raises the drawbridges “to prevent 


misunderstanding.” 

The water constantly 
circulates. Like all plumb- 
ing in the train it drains 
down a spout-hole or 
tentacle, and directly into 
the Bath beast. The bath- 
water is replenished at 
each halt. 

For the prudish and 
sensitive, two curtained 
alcoves at the Baggage Van 
end of the Bath House 
contain individual baths 
of ivory and marble, with 
taps of gold and diamond 
in the shape of swans. 
There is a male and fe- 
male bath, but the sym- 
bols painted on the wall 
to distinguish them are 
sufficiently cryptic to en- 
sure the hapless dreamer 
stumbles into the wrong 
bathroom at least once. 

The female bath has a 
dazzling array of soaps, 
scents and powders as 
well as three taps labeled 
“water”, “wine” and “asses 
milk”. 

The male bath con- 
tains a stout back scrub 
and something that looks 
suspiciously like a rubber 
ducky, with a most pe- 
culiarly enigmatic smile 
upon its graven beak. 


THE SLEEPING 
COMPARTMENTS 


These are a string of beasts that 
grows longer or shorter as required. 
An ivory corridor runs along the side 
of the sleeping compartments just 
like the layout of the Orient Express, 
only wider. At night they are lit with 
amber and green and orange lanterns 
that shed a warm and lavish light. 
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THE CARRIAGES, CONTINUED 


The walls between the sleeping 
compartments can be locked or com- 
pletely pulled back so that several 
compartments become one lofty hall. 
Henri gives the dreamers connected 
compartments. 

Each sleeping carriage beast holds 
six compartments. It is assumed that 
there are four dreamers and they 
share the middle four compartments 
of a carriage with Mironim-Mer in 
the outer compartment at one end 
and Madame Bruja at the other. If 
there are fewer than four dreamers 
then add first Monsieur Karakov at 
one end and then Zsusza at the other. 

The compartments contain luxu- 
rious divans covered in furs and rich 
robes. Painted porcelain chamber 
pots reside beneath each divan and 
are emptied and cleaned as soon as 
no one is watching. The trellised win- 
dows in the ivory are lined with thick 
crimson curtains that can be tied 
back or drawn to block out light. Silk 
drapes can be drawn to surround each 
divan. Perfumes and unguents are laid 
on dressing tables beside neatly folded 
and costly night attire of gold-thread- 
ed silk, and tortoiseshell hair brushes 
inlaid with mother of pearl. 

Sandalwood trunks at the foot of 
each divan hold robes and jeweled 
turbans, while a wardrobe inset with 
the filigreed ivory wall holds rainbow 
racks of iridescent silk dresses. 


THE MEN'S SALOON 


Thagweed hookahs stand ready in 
the Men's Saloon, while dozens of 
bottles glint temptingly in racks at 
one end. Haunches of venison, ribs 
of beef and mighty loaves of brown 
bread stand on a sideboard, along 
with every condiment imaginable. 


THE BANQUETING HALL 


А long table runs down the center 
with chairs on either side, all of oak 
inset with teak. The table is set for a 
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meal, with cloth of gold, knives of 
silver with rubies inset in the han- 
dles, crystal goblets and decanters, 
and vintages of fine wine. 

The breakfast and luncheon menus 
are varied and ever-changing, contain- 
ing the best of Dreamlands produce, 
although the omelet of Shantak egg 
takes some eating. Dreamers can al- 
ways order exactly what they like best, 
or the nearest Dreamlands equivalent. 

Three evening banquets are served 
on the train, the last a special Royal 
Feast. These are occasions where 
Henri performs above even his sub- 
lime best. 


THE KITCHEN 


This is an enclosed area that opens 
off the Banqueting Hall, with a 
self-closing door of teak inlaid with 
mother-of-pearl. The curtains are 
kept shut. Mouth-watering scents 
emanate from this compartment at 
all hours of day and night, and the 
clashing of pans can be heard, but 
if a dreamer enters no one is visible. 
Pots are left to bubble over braziers, 
ingredients are laid out as if to ready 
to use. The kitchen floor has no cov- 
ering. Its floor is the cephalopod hide 
of the dream-beast with one bulging 
golden eyeball rolling around. 

Henri is gently saddened if he 
keeps finding dreamers poking 
around in his kitchen. “The Omelette 
aux oeufs de Shantak will be ruined, 
he mourns. 


THE LADIES PARLOR 


A fanciful garden of sweet flowers 
is planted here in filigreed tubs be- 
tween which scented fountains play. 
Don't worry ladies, there are more 
bottles on display here; bottles of 
ornate and curious design holding 
liquors of startling color and un- 
known potency. Cream and jam- 
laced cakes and dainty six-pointed 
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sandwiches are on hand at all hours. 


THE CAT COMPARTMENT 


The Ulthar cats lounge in this car- 
riage, which is luxuriously ap- 
pointed with all manner of feline 
furnishings. 

Any attempt to join the cats de- 
pends on the dreamer. Cat-lovers will 
be accommodated. Anyone who trod 
on a cat on their journey to Ulthar 
station is greeted with a wall of bale- 
ful glares. 

If the dreamers ask Henri why the 
cats have their own carriage each Per- 
suade or Fast Talks gains one of the 
following, in order: 

* For the cat is cryptic and close 
to strange things that men 
cannot see. (H.P. Lovecraft) 
For the Sphinx is his cous- 
in and he speaks her lan- 
guage; but he is more ancient 
than the Sphinx and remem- 
bers that which she hath for- 
gotten. (H.P. Lovecraft) 

Cats have nine lives and 
with each life they may 
board the Dreamlands Ex- 
press; hence more cats. 

The cats protect the train 
from inquisitive Zoogs, and 
even the Cats from Sat- 

urn are wary of them. 
Finally the truth comes out: 
it was a condition laid down 
by Ulthar that before he could 
build his station and lay his 
track he had to agree to allow 
cats on board and to trav- 

el for free anywhere they like 
at any time. Henri is fond 

of cats and doesn't mind 

the imposition. He is only 
glad Ulthar's demand was so 
light. He still shudders when 
he recalls his meeting with 
the eidolon Lathi in order to 
gain access to Thalarion. 
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THROUGH THE ALPS 


"Mac" Mackenzie 


Continued from p. 137 


SARRUBIANS AND SARNATHIANS 


Keepers, please note that Mironim-Mer is a 
Sarrubian (being from Sarrub), and one of the 
delegations is Sarnathian (being from the city 
of Sarnath). Although the two words sound 
the same they are different races with different 
abilities. Keepers should take care to read their 
character descriptions below before running the 
adventure. 


"Mac" MACKENZIE 


Mac boards at Ulthar. He is a stout, genial grey- 
haired soul clad in travelling cloak and gar- 
ments of hoary antique cut, which yet bear a 
suspicious resemblance to Scottish tweed. He 
has an honest, red face, and mutton chop whis- 
kers. Even in the Dreamlands he speaks with an 
honest Scottish brogue. 
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Passenger List 


Passenger Boarding 
The Dreamers Ulthar 

Cats Ulthar 
“Мас” Mackenzie Ulthar 
Madame Bruja Ulthar 
Monsieur Karakov Ulthar 
Beings of Ib Dylath-Leen 
The Sarnath Delegation Dylath-Leen 
Mironim-Mer Dylath-Leen 


Zsusza Dylath-Leen (late) 
The Madman Zar 

The Sorcerer Thalarion 

The Ghoul that was Xura 

Guillaume 

King Kuranes Sona-Nyl 


МАМАМАМАМАМАМАМАМАМАМАМАМАМАМ 


STORY 


Mr. Mackenzie or “Мас” to his friends, is a dip- 
lomatic courier and retired solider, who fought 
in the Boer War. He was too old to fight in the 
Great War, although he continued to serve as a 
courier, engaging in clandestine and dangerous 
trips to France. In the Waking World he is trav- 
elling on the Orient Express back to London, 
on his last trip before he resigns. 

Mac is weary of the dry and soulless lan- 
guage of politics. He yearns to be a poet. He is 
only too eager to show fellow dreamers his po- 
etry. Unfortunately it is dreadful. 

Mac knows Karakov as an arms dealer who 
is a frequent traveler on the Orient Express. 
They have met several times in the Waking 
World. He also knows Karakov has not been 
travelling much lately. There's a rumor that 
he's been ill. He doesn't like Karakov much, 
viewing him as a warmonger, and he maintains 
a polite distance. 
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Monsieur Karakov 


DREAM ARTIFACT 


A leather briefcase bulging with papers remains 
with Mac at all times. A Spot Hidden notes that 
it is handcuffed to his wrist. The briefcase con- 
tains dry treaties whose clauses carefully mean 
nothing, and dusty diplomatic letters full of 
empty lies. Mac intends to one day carry the 
briefcase to the Gulf of Nodens and cast into 
the Abyss, to liberate his soul. However Mac is 
not planning to travel to the Gulf on this jour- 
ney. He intends to disembark at Sona-Nyl to 
learn the art of poetry. 


Monseur KARAKOV 


Monsieur Karakov boards at Ulthar. He is care- 
ful of his appearance and has ring-covered fin- 
gers, fur trimmed robes, and a black Van Dyke 
beard and moustache. He has a British accent 
and bearing—he went to Eton and Oxford— 
but the xenophobic British of the time will im- 
mediately class him as "foreign". He is a jovial 
soul with a fund of amusing anecdotes. Howev- 
er beneath his surface jollity his eyes are sharp 
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and cold. A successful Psychology rolls tell the 
dreamers he is a man able to divorce himself 
from his emotions. 


STORY 


In the Waking World Karakov is an arms dealer. 
If challenged on his arms sales, Karakov argues 
that he only provided what nations wanted, 
and if he didn't sell them someone else would 
have. Karakov's rival in the Waking World is the 
real-life Zaharoff. Karakov earnestly warns the 
dreamers against him, describing his rival as a 
fraud who sells cut-price, shoddy goods. 

Successful Persuade rolls can be used by the 
dreamers to counter his self serving argument. 
Some examples include the following. 


> He can say other men would have 
done the same, but would others 
have been such expert salesmen? 


> What would have happened if he had 
used his skills to try to defuse the 
tension instead of aggravating it? 


Successful Psychoanalysis rolls are required to 
make him admit, even to himself, his inner feel- 
ings of guilt and remorse. 

For all his bravado, Karakov is haunted by 
the sound of great guns—dreamers who lose 
Sanity points on the Dreamlands Express can 
hear the guns too. Yet there are no guns in the 
Dreamlands. The dreaming Karakov can bare- 
ly remember that he is a very sick man in the 
Waking World. Medical skill will recognize the 
pounding sound that Karakov hears as the los- 
ing battle of a diseased heart. 

Karakov jovially dismisses Mac's dislike as 
the natural caution of a diplomat. He express- 
es curiosity to see what is in Mac's briefcase as 
it may give him some inside information about 
who needs weapons. He bribes any like-minded 
dreamer to look into Mac's briefcase while the 
man is sleeping and steal some papers. 

He knows Madame Bruja has been around 
for along time. He's heard a rumor that she has 
wandered the Dreamlands for centuries. 
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DREAM ARTIFACT: KARAKOV'S TRUNK 


Karakov's subconscious seeks to alleviate his 
guilt over his involvement in the death of so 
many, even if he cannot consciously admit it. 
He seeks a forgiveness he cannot articulate, 
and which the dreamers may not be able to 
give. He plans to throw his conscience into the 
Gulf of Nodens, the only way he can think of 
to save himself. 

A large traveling trunk in the Baggage Van 
is painted with Karakov's name. The trunk is 
padlocked and roped. The trunk is a dream ar- 
tifact representing Karakov's conscience. It is 
heavy. It requires Hard Strength rolls to move 
it, remove it, or throw it from the train. 

To open the trunk the padlock must be bro- 
ken (Hard Strength rolls) or picked (Lock- 
smith). The ropes need to be cut. A Listen 
roll hears scrapes and scratching within, like 
tiny claws, and squeals. A stench lingers near 
the trunk. Science (Chemistry) or a Know roll 
for Great War veterans recognizes the smell of 
mustard gas. 

If the trunk is opened, rats pour out in a 
frantic tide. These are no ordinary rats. These 
are trench rats, bloated from their foul diet of 
corpses. Some clutch blue-rotted remnants of 
humanity in their jaws. They are ravenous with 
hunger. They pour out onto the train at a rate 
of 1010 per round until the trunk is closed. 
There is no end to their numbers, as all of the 
horrors of the Western Front can attest. If the 
cats of Ulthar are still aboard this leads to a 
mighty war of cats and rats up and down the 
train; dreamers who are not in good standing 
with the cats may be able to restore their rep- 
utation by saving a notable feline from being 
overwhelmed by the cats' ancestral foes. 

Shocked dreamers may hurl the trunk from 
the train. The dream-beast tentacles dutifully 
catch it and return it to Karakov, who promptly 
complains about the treatment of his personal 


property. 
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Madame Bruja 


МАРАМЕ Brusa 


Madame Bruja boards at Ulthar. She is a stiff 
old lady in Elizabethan dress, with a starched 
ruff and a wide skirt of dark rich stuff. Her se- 
vere face is gaunt and skull-like. Her eyes are 
dark and shadowed. She clutches a small, heart- 
shaped valise which she rarely lets out of her 
hand and never out of her sight. When talking 
to dreamers she mutters dark hints about her 
plight, and often seems to be talking to herself, 
saying things like “I will never let him have it” 
and “Т will not lose her twice”. 


STORY 


Madame Bruja comes across as disapproving 
and judgmental, but it soon becomes clear she 
is only critical of men; any attempt by men to 
gain her confidence is difficult. "You men only 
wish to possess women,” she says. They must 
show tact and genuine concern. 

Under the influence of tea or stronger stuff, 
Madame Bruja mutters vengefully about an на 
placable enemy who wants something she has, 
but she won't let him have it. 

When Zsusza joins the train, Madame Bru- 
ja enjoys her wild ways and encourages her, and 


143 


THROUGH THE ALPS 


DREAMLANDS HANDOUT £2 


THE LOVERS' HEART 


A grisly little myth told in the town is that of 
the Sorcerer and the Crone. The Sorcerer mar- 
ried late and foolishly. As a reward for his folly 
he one day surprised his young wife with her 
lover. Enraged he summoned the dark powers, 
and tore the unhappy pair to pieces. He ripped 
the hearts from their bodies and burned them 
to ash, vowing they would have no rest even 
in death. Their broken bodies were tossed to 
the dogs. 


He reckoned without the dead girl's mother, 
a crone of horrid malevolence, who prayed 
daily before the church for vengeance. Her 
cries were heard, although it is doubtful if 
the answer to her prayer was truly Divine. It 
is whispered the church was built on an older 
and grimmer foundation raised by the ancient 
Romans in worship of their pagan gods. One 
day she stood before the church holding aloft 
a glowing ruby the size of a clenched fist, and 
of peculiar shape, as if it were fashioned of two 
lovers' hearts entwined. 


The Sorcerer, seeing this stone, was consumed 
with desire for it. He ordered his men to seize 
it but the Crone hid it in her breast. He had 
her searched, but the stone was gone and even 
under torture she would not reveal its hiding 
place. She was condemned for witchcraft and 
burned in the square before the church. As she 
was engulfed in flames the Sorcerer yet de- 
manded the stone from her. Consumed by fire, 
she at last unlocked her lips. “Hate is stronger 
than love,” she screeched. “Апа death is stron- 
ger than life. Only in your dreams will you find 
it,” she taunted the Sorcerer. With that she died. 


The Sorcerer went mad with lust for that lost 
stone. In his last days, raving, he locked him- 
self in his tower. Believing he had found the 
answer to her taunt he burned himself alive in 
his own crypt. 


Some say the pair know no rest, but are seen 
even now on dark nights, chasing each other 
amid the storm clouds. The Crone yet holds 
her glowing prize aloft and shrieks with delight 
at the Sorcerer’s vain pursuit. “Hate is stron- 
ger than love,” she cries. “And death is stronger 
than life!” Surely no merciful Providence would 
allow such horrors to exist. 


says that Zsusza reminds her of her daughter. 
If pursued on this topic she reveals she lost her 
daughter, and gives out such grim advice as a 
mother in such circumstances can be expected 
to give. 

Madame Bruja is the Crone of the “Lov- 
ers Heart” story, which is recounted nearby 
(Dreamlands Handout #2). The investigators 
can find this legend in the Waking World (see 
Waking World Investigations, p. 147), or at the 
last stop before the Gulf of Nodens (see Seran- 
nian, p. 169). 

Her waking self perished horribly, long ago, 
but her dream self lives on. She is pursued by 
the Sorcerer and his persistence is starting to 
pay off. He has come close to seizing the Lovers’ 
Heart several times. Long since consumed by 
hate, and blinded by spite, she travels to throw 
the Lovers’ Heart into the Gulf of Nodens. She 
feels that this is the only way she can thwart the 
Sorcerer forever. The case she clutches so tightly 
is empty, a mere distraction. The stone the Sor- 
cerer seeks has taken the place of her own heart. 


DREAM ARTIFACT 


Madame Bruja’s dream artifact is the Lovers’ 
Heart. 


MIRONM~MEer 


Mironim-Mer boards at Dylath-Leen. He is a 
Sarrubian, a lean figure with pallid skin and 
dark hair. His eyes have neither pupil nor iris, 
just a glistening expanse of yellow. He is cour- 
teous and gentle but gives cryptic answers to 
blunt questions. He has the compartment next 
to the dreamers. 


STORY 


Mironim-Mer is a wine trader, an endless wan- 
derer. The wines of Sarrub are of high renown, 
but rumor spreads that the lemon-sails of the 
Sarrubians have stopped appearing on the 
Nameless Lake. However Mironim-Mer has a 
secret supply of the wine and is glad to trade 
with Henri for the privilege of riding his train. 

Mironim-Mer's human form is a disguise. 
He is a being from another alien dream-world. 
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Mironim-Mer 


His real form is an armored, spiny thing. The 
Sarnathians know him as a wine trader, and 
he them as customers, but each keeps a polite 
distance. 

Unfortunately, Mironim-Mer has gone to 
strange places and met that which it is best not 
to meet. The Sorcerer has ensorcelled him, and 
put him on the train to steal the Lovers' Heart. 
In the process Mironim-Mer has become sep- 
arated from his faithful cat companion, For- 
tune, who could have averted the tragedy that 
soon follows. 

Mironim-Mer knows he is mesmerized and 
fights the Sorcerer, occasionally breaking free of 
the curse. When he fights to free himself from 
the curse, he reverts to his real alien form until 
the Sorcerer's will again overcomes his own and 
he returns to his human dream-form. It takes 
Mironim-Mer one combat round to change be- 
tween forms. 

When Mironim-Mer acts under the Sorcer- 
er's spell his eyes take on a blank look and are 
filled with a sparkling red glow. 
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Mironim-Mer’s full story is told in the sce- 
nario "Lemon Sails" in H.P. Lovecraft's Dream- 
lands. This adventure takes place before “Lem- 
on Sails’, and before ће is enslaved by the 
Sarnathians. 


DREAM ARTIFACT 


Mironim-Mer's dream artifact is his human- 
seeming disguise. 


THe Bengs or Ip 


The six Beings of Ib and their Squeaker board at 
Dylath-Leen. They are utterly loathsome. They 
are green and boneless and seem constantly 
on the verge of slumping back into primordial 
puddles. Only the most fair-minded of folk can 
bear to have anything to do with them. Henri 
houses them in the Padded Compartment, and 
they do not share meals with the rest of the 
train as that would be too revolting. 

The Beings of Ib are voiceless. They have one 
Squeaker, a blue-puffball headed squat toad- 
like figure, small enough to hold in their flab- 
by paws. When this revolting figure is damply 
squeezed, it speaks in a high pitched and irri- 
tating squeal. 

Beings of Ib are disgusting. It requires Con- 
stitution rolls to be near them, and a bath is re- 
quired after handling. 


STORY 


The story of the Beings of Ib is found in the Di- 
plomacy Game section in the Dylath-Leen leg 
of the journey (p. 154). 


DREAM ARTIFACT 


Being Dreamlands natives the Beings of Ib have 
no dream artifacts. 


THe SARNATH DELEGATION 


The six members of the Sarnathian delega- 
tion board at Dylath-Leen. They are arrogant, 
but handsome, intelligent, highly civilized, and 
skilled negotiators. They love the good things of 
life and hold elegant entertainments in the Sa- 
loon car. At first they are wary of the dreamers. 
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They are used to lone dreamers but not to deal- 
ing with them in groups. Is this the start of some 
human dreamer invasion of the Dreamlands? 

Their leader is Theophed. The other two 
men are Amor and Caromel. The women are 
Ibex, Dulce and Besweet. 


STORY 

The Sarnathians' story is told in the Diploma- 
cy Game section of the Dylath-Leen leg of the 
journey (p. 154). 

DREAM ARTIFACT 


As natives of Earth's Dreamlands, Sarnathians 
have no dream artifacts. 


ZSUSZA 


Zsusza boards at Dylath-Leen. She is a young 
and pretty girl at first seen muffled in a heavy 
travelling cloak. She has long golden hair elabo- 
rately dressed in a high mound of glorious curls. 
Beneath the cloak she wears a semi-transparent 
harem-girl outfit, trousers and shirt, mere wafts 
of diaphanous mauve silk sewed with glittering 
seed pearls. Zsusza wears the same perfume in 
the Waking World as in dreams. 


STORY 


Zsusza is late for the train and forced to run 
after it. She danced for the Prince of Dylath- 
Leen and turned down his advances. Since 
then, the turbaned men of the Black Galleys 
have pursued her and tried to spirit her away. 
The Eyes of Dylath-Leen had been following 
her around for a few days but made no at- 
tempt to stop the abduction. She wonders if 
the attempt was the Prince’s vengeance. At any 
rate, she won't be making a return visit to that 
dour city any time soon. 

Zsusza is a free spirit who by force of will 
and Dreaming skill has become a famous sing- 
er and dancer in the Dreamlands, an entertain- 
er of royalty. Her high spirits add glamour add 
fun to the Dreamlands journey. 

Unfortunately, in the Waking World the real 
Zsusza, just as passionate and just as free spir- 
ited, lacks talent, beauty and grace. Seeking sol- 
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ace in her dream life she remembers her loss 
and bitterness only in the increasingly-rare mo- 
ments when she wakes. In the Waking World 
Zsusza's longing to dream have led her to turn 
to alcohol and hashish to prolong her sleep. 

Zsuszas unscrupulous agent has booked 
her for the winter season in a Constantinople 
nightclub. The one good thing is that the agent 
has booked her on the Orient Express from Bel- 
grade, and she is enjoying it to the full. How- 
ever, young, naive and friendless she may end 
up prey to the less-scrupulous elements in that 
vast, cold, foreign city. 


DREAM ARTIFACT 


Zsusza is travelling on the Dreamlands Express 
to throw away her dream of being a dancer. 
That done, she vows to sober up. Her dream 
artifact is a small dancing statuette. She will be 
grateful for any advice from her fellow dream- 
ers and will remember it when she wakes. 


THe MADMAN 


The Madman attempts to board at Zar. He is 
emaciated and wild-haired, his clothing in tat- 
ters. His eyes are empty sockets, yet he can still 
see. He pleads for assistance, but attacks those 
who help him. 


STORY 


The Madman is simply an ordinary soul hav- 
ing a terrible nightmare. The keeper may tie 
his story into events from a previous scenario, 
if desired. In any event, he is incapable of con- 
veying his story in a rational manner, so the 
dreamers may never learn it. 


DREAM ARTIFACT 


Psychoanalysis starts to restore the Madman’s 
injured mind. Slowly a green soapstone image 
of his own blind and screaming face will form in 
his clenched hand. The dreamer who assists this 
partial return to sanity gains 1D2 Sanity points. 
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THe GHOUL THAT VAS GUILLAUME 


The Ghoul That Was Guillaume attempts to 
board at Xura. He is a rubbery, dog-faced, lop- 
ing, cannibal horror. 

Dreamers may recognize him from the Par- 
is Catacombs (see the Paris chapter for more). 


STORY 


Once a man, Guillaume faced starvation with 
600,000 others during the Great Famine of 
1709 in France. With so little food and so many 
dead, he made the terrible decision to consume 
human flesh to survive. Since leaving his hu- 
manity behind, Guillaume has crossed between 
the Waking World and the Dreamlands. He has 
come to loathe his own existence, and pines for 
his long-lost humanity. 

Guillaume was in and under Paris through- 
out the 18th century. He witnessed some of Fe- 
nalik’s depravations at the time, and can pro- 
vide some insight into the Comte, should the 
dreamers ask him directly. It amused the Comte 
to hand the remnants of his victims to the 
ghouls, who would dispose of them without 
trace. Guillaume recalls that the Comte kept a 
white statue in his cellar, and he would caress 
its limbs like a lover. He swore that if anything 
happened to it he would hunt the thief from 
beyond death itself. His look was so terrible 
that the ghoul fled and never returned. 


DREAM ARTIFACT 


Guillaume’s dream artifact is his own distorted 
carcass. 


THe SORCERER 


The Sorcerer tries to board the train at Thalari- 
on. He is a blackened undead corpse with burn- 
ing red, mesmerizing eyes. 

If he meets someone’s eye, he opposes his 
POW with theirs. Success means he has hypno- 
tized them and they will do his bidding. Once 
they are his slaves, the Sorcerer is aware of their 
location and surroundings at all times, and can 
command them at will. In this way he leaves 
them to live a normal life until he needs them. 
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When acting for the Sorcerer, the victim’s eyes 
grow blank, and take on a sparkling crimson 
glow. A mesmerized soul can oppose his POW 
every time the Sorcerer compels them to some 
new act. 


STORY 


The Sorcerer’s story is recounted in the tale of 
the Lovers’ Heart (Dreamlands Handout #2). 
He has been pursuing Madame Bruja for cen- 
turies in the Dreamlands. 


DREAM ARTIFACT 


None. The Sorcerer threw away his humanity 
on a previous trip on the Dreamlands Express. 


Waking World 


lnvesliqalions 


When the investigators wake, they may wish 
to conduct research on their fellow passengers 
in dream. The following information can be 
gleaned from newspapers, libraries, from gos- 
sip with other Orient Express passengers, and 
more. No specifics are provided, as the location 
for the research is not fixed. In general, a skill 
check is required for each, be that Library Use 
to search for a newspaper story, or Persuade or 
Charm to get a fellow traveler to recall a fact. 


HENRI PEETERS 


Long-time staff members of the Orient Express 
remember Henri's heroic sacrifice. There were 
also plenty of newspaper articles about it that 
can be dug up from any archive. The fire oc- 
curred on board the Orient Express in 1895. It 
was started by an unhappy lady, in an attempt- 
ed suicide after being deserted by her husband: 
If the investigators wish to look into the matter 
further, the lady has died from old age but her 
daughter is still alive, in a city of the keeper’s 
choice. She is now in her thirties, and still grate- 
ful to Henri's memory. 


147 


"MAC" MACKENZIE 


Mac has always been careful to never make 
news, so no newspaper stories mention him by 
name. Military archives record his work in the 
Great War very briefly, as it was top secret. In 
Boer War records he is praised for his courage 
and calm under fire in several dispatches. Ask- 
ing around in military and diplomatic circles 
will find some people who know him. He is 
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regarded as a trustworthy and discreet courier 
whose forthcoming retirement is lamented. 


KARAKOV 


Karakov's name has been in the newspapers 
since before the Great War. His repute or in- 
famy is widespread. Karakov is a salesman par 
excellence and it so happens that he sells arma- 
ments. It was Karakov and men like him who 
fueled and profited from the arms race that led 
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to the Great War. He sells weapons to all na- 
tions. His only interest is his commission and 
the sales for the web of companies that he se- 
cretly controls. As a result he has become stag- 
geringly wealthy. It has been estimated by his 
enemies that Karakov earned £1 for each sol- 
dier killed in the Great War. 

A successful Library Use roll recalls a recent 
newspaper snippet that Karakov had unexpect- 
edly left Paris in the middle of an important 
arms deal, and returned via the Orient Express 
to his villa in Monte Carlo. 

Any investigator with diplomatic or mili- 
tary contacts can unearth the rumor that Kara- 
kov is dying of heart disease, although their 
informant expresses a dry surprise at the dis- 
covery that Karakov actually has a heart. 


ZSUZSA 


Investigators find reviews of Zsusza's previous 
shows in newspaper archives. Advertisements 
for her upcoming Constantinople tour appear 
in current newspapers from Belgrade onwards, 
assuming they can find someone to translate 
for them. She is very much a third-rate en- 
tertainer. Her reviews are short snippets, and 
not encouraging. Her photographs are always 
small, blurred and unflattering. 


MADAME BRUJA 


If the investigators are actively looking for infor- 
mation on Madame Bruja a successful Library 
Use accompanied by a Luck roll finds the legend 
of the Lovers' Heart (Dreamlands Handout #2, 
p. 144). However they remain unsure how they 
found it—they had fallen into a half-doze and 
when they woke the book was open at the cor- 
rect page and lying beneath their hand. 

The Lovers' Heart story may also be found 
as a result of a failed Library Use on any unre- 
lated subject, in similar strange circumstances. 


THE SORCERER 


The Sorcerer is a shadowy figure in the scenario, 
and thus difficult to research. At the keeper's op- 
tion, the investigators may uncover the legend 
of the Lovers' Heart in similar circumstances to 
those described above under Madame Bruja. 
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THE MADMAN 


There is no Waking World information about 
the Madman. 


GUILLAUME 


Guillaume was just one of hundreds of thou- 
sands who died in that terrible winter of 1709. 
History does not record him. 


THE LOVERS' HEART 


The story of the Lovers' Heart is contained in 
a crumbling tome of forgotten legends writ in 
thick black Gothic antiquarian print (Dream- 
lands Handout £2, p. 144). 

If the investigators talk to people about the 
story of the Lovers' Heart, no one has heard of 
it in any of the towns or cities along the Orient 
Express route (its origin is Spanish). 


The Journey 


The train stops at Ulthar, Dylath-Leen, Zar, 
Aphorat, Thalarion, Xura, Aira, Sona-Nyl and 
Serannian. From Serannian, the train vaults the 
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Keeper's Timetable 
Stop Arr Dep 
Ulthar — 6:00 РМ. 
Dylath-Leen 12:00 A.M. 2:00 A.M. 
Zar 11:00 A.M. 1:00 РМ. 
Aphorat 7:00 РМ. 9:00 РМ. 
Thalarion 11:00 РМ. 12:00 A.M. 
Xura 6:00 A.M. 6:00 A.M. 
Aira 12:00 РМ. 1:00 РМ. 
Sona-Nyl 3:00 РМ. 5:00 РМ. 
Serannian 12:00 A.M. 2:00 A.M. 
Gulf of Beyond — 
Nodens mortal time 
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Welcoming Banquet Menu 


Cream of turtle soup 


Grilled elephant pad stuffed with truffles 
and sweetbreads 


Spit-roasted pheasant, quail and partridge 
Boars head à la mode 


Fruits, nuts and spices from Sydarthian 
groves 


Sauces prepared by the subtlest cooks, suited 
to the palate of every feaster 


DRINKS MENU 


Pearls from wave-washed Mtal dissolved in 
the vinegar of Thrace. 


The wines of Sarrub, Implan, the Karthian 
hills and Mount Aran; Zoog moon-tree wine 


Gulf of Nodens to return its passengers to the 
Waking World. 

The train literally vaults rivers where there 
are no bridges. The beasts gather their stumpy 
legs into an almighty leap. They unerringly 
soar to the other side, absorbing all the force 
of the landing into their jelly-like construction. 
The passengers do not notice even the slight- 
est of jolts. 

The trip takes fifty-six hours in total, a 
three-day trip of unmatched speed, in hom- 
age to the journey of the Orient Express. Exact 
times are given in the Keeper's Timestable, on 
the previous page for the benefit of the keep- 
er, although in the Dreamlands no such precise 
times exist and time itself may prove elastic, so 
players need not reference this. Use the time- 
table if it suits you, reject it if it does not. Pro- 
saic descriptions for time of day are offered in 
each city. 
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Note that travel time does not correspond 
to map distance. In settled lands, the train trav- 
els swiftly. In dangerous dark places, travel 
seems ominous and slow. 

The dreamers are aware that passen- 
gers come and go. If they return to the Wak- 
ing World and then return to the Dreamlands, 
little time has passed. They wake on the same 
train, with the same set of passengers, in the 
same leg in the journey. No one has noticed 
their absence. 


Ulthar 


Ulthar is a town of steep streets, old, peaked 
roofs, overhanging upper storeys, number- 
less chimney pots, cobbled lanes and ancient 
inns. A venerable tower of ivied stone crowns 
Ulthar’s highest hill. There dwells the ancient 
and long-bearded patriarch Atal, who stoutly 
refuses to ever drink the rich, dark moon-wine 
of the Zoogs. (The Dream-Quest of Unknown 
Kadath, H.P. Lovecraft). 


Events 


» The investigators, Mr. Mackenzie, Madame 
Bruja and Monsieur Karakov all board 
here (see Strange Companions). 


> Henri loads the Baggage Van with 
Ulthar’s cabbages and spun yarn. 


> Blackjack the kitten pays the 
dreamers a visit and plays in their 
compartment. (Settling In) 


» The First Banquet is served that evening. 
> Blackjack the kitten attempts to get 
into the kitchen during the banquet. 

DEPARTURE 
The train departs Ulthar as a glorious sunset 
reddens the evening sky (6:00 P.M.) The trip to 
Dylath-Leen takes six hours. 
THE JOURNEY TO DYLATH-LEEN 


The train departs Ulthar without even a jolt. 
The beasts start slow but their pace quickens as 
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they pass through the scenic and cozy country 
between Ulthar and Dylath-Leen; past sleepy 
farms and dozing cottages. The line is parallel 
to the road along the banks of the singing river 
Skai. The train is soon flashing past the two 
wheeled horse-carts favored by the merchants 
of these parts. A Dream Lore roll informs 
dreamers that it takes seven days by horse and 
cart to travel between these two cities. 


SETTLING IN 


Henri has shown the dreamers to their com- 
partments. He bids them welcome, and en- 
courages them to explore the train. A welcom- 
ing banquet will be served shortly. A gong will 
sound. 


DREAM ARTIFACT CREATION 


Henri reminds the investigators that in three 
days time the train will reach the Gulf of 
Nodens. If there are any fears they wish to dis- 
card forever, they should create a dream artifact 
to represent it. This is best done in the safety 
of their sleeping compartment. Henri explains 
the procedure and provides green velvet bags to 
hold the artifacts. 

Dreamers use their Dreaming skill to em- 
body their fears or disappointed hopes and 
dreams in a form small enough to be thrown. It 
must embody or remind or describe the emo- 
tion that the dreamer seeks to remove. If the 
dreamer fails their Dreaming roll, then they 
can physically create something (via an appro- 
priate Art/Craft skill, or by writing down a de- 
scription). They must make a Sanity roll to suc- 
ceed in facing their fear even at second hand 
(0/1 Sanity point). 


MEETING BLACKJACK 


Most of the Ulthar cats stay in their Cat Com- 
partment. There is one exception. A lively black 
kitten, Blackjack, frisks into the dreamers' com- 
partment to make friends. 


THE First BANQUET 


That night a welcoming banquet is held for the 
new passengers. Mac and Karakov enjoy the 
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feast to the full. Madame Bruja eats sparingly, 
and disdains male conversation. The menu is 
reproduced nearby. 

A note on the wines: 


» The wines of Sarrub are chartreuse, those of 
Implan are champagne (the only wine that 
matches roast peacock). The Karthian hills 
produce red wines, and Mount Aran, white. 


> Zoog moon-tree wine is poured from 
gourds. It is fermented sap from a haunted 
tree which grows from a seed dropped 
by someone on the moon. Anyone 
drinking it must make a CON roll or 
pass out in a night of blissful dreams. 


During this banquet the dreamers get to know 
their fellow passengers. They return to their 
sleeping car to find their divans have been made 
up into luxurious beds. 


BLACKJACK AND HENRI 


Henri intercepts Blackjack when the kitten tries 
to enter the kitchen. Henri speaks to Blackjack 
in the language of Cats, which he interprets for 
curious dreamers. He explains that cats in the 
Dreamlands have their own language. He tells 
the kitten to stay with his mama, Sophie, as 
there are some places that a kitten should not 
go. Blackjack is chastened only for a moment 
and soon scampers away. 


ӨЛІП ееп 


Dylath-Leen is ап important trade center, 
mostly built of black basalt. Its thin angular 
towers give it a distinctive appearance from a 
distance. “Its streets are dark and uninviting. 
There are many dismal sea-taverns near the 
myriad wharves, and all the town is thronged 
with the strange seamen of every land on earth, 
and of a few which are said to be not on earth.” 
Its inhabitants wear odd robes, and are sullen, 
The city is dangerous. Cutthroats, assassins, 
and thieves abound. The ruling prince utilizes 
his Eyes of Dylath-Leen, the secret police, to in- 
vestigate crime only when important persons 


151 


THROUGH THE ALPS 


Dylath-Leen 


are involved. (The Dream-Quest of Unknown 
Kadath, H.P. Lovecraft). 


Events 


> Henri unloads Ulthar’s cabbages and spun 
wool, and loads the iridescent textiles 
of Hatheg, and the ivory of Pang. 
» Mironim-Mer boards here. 
(Strange Companions) 
» The Sarnath delegation boards 
here (The Diplomats Arrive). 
» The Ib delegation boards in the darkest 
point of the night (The Diplomats Arrive). 
b Zsusza arrives late and runs after 
the train (Zsusza’s Arrival). 
» The Sarnathian delegation befriends one 
dreamer (The Diplomacy Game Begins). 
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ARRIVAL 


The train arrives at 
Dylath-Leen in the velvet 
depths of the night (mid- 
night). The train pulls up 
ata platform built of black 
basalt, outside the walls of 
the city. 

Dreamers may ven- 
ture out to explore this 
dour city, although Henri 
warns this may be unwise 
at 2:00 A.M. in the morn- 
ing. The Eyes of Dylath- 
Leen keep a polite eye on 
these wealthy passengers 
while they tour the town. 
The Eyes wish no harm to 
come to human dreamers 
illustrious enough to ride 
the Dreamlands Express, 
but the dreamers may 
suspect their motives are 
more sinister. 


DEPARTURE 


The train departs in 
the early hours while all honest souls are still 
dreaming (2:00 A.M.) 


THE JOURNEY TO ZAR 


The trip to Zar takes nine hours. 

The River Skai is blue-green, wide and swift. 
The Zuro empties into it. A great stone bridge 
across the river connects Nir and Ulthar. 

The train vaults the river Skai and travels 
through the Southland. The passengers enjoy a 
scenic view of the Forest of Parg, where solitary 
okapi graze amid 
the resin groves and 
brightly colored gig- 
gle lizards fly from 
tree to tree. Moun- 
tains loom to the 
north-west, with 
snow-capped апа 
lofty Mount Lerion 
the highest peak. 
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One thousand years ago the city of Sarnath and the 
city of Ib were neighbors on the shore of Lake Mnar. 
Their tale is told in “Тһе Doom That Came To Sarnath’, 
although some factual errors have crept into the story 
owing to the length of time between the events it nar- 
rates and it actually being written down. 

The gray stone city of Ib descended all in one night 
from the moon, to arrive on the lake shore along with its 
inhabitants, the Beings of Ib. They worshipped a water- 
green statue of Bokrug, the great Water Lizard. 

The Beings of Ib were loathsome and flabby and 
jelly-like, without voice; records from the time label 
them as primitive beings, an unnatural survival into 
the modern world. The men of Sarnath surveyed them 
with disgust as beings that should not exist, and one day 
slaughtered them all. The beings were too nauseating to 
bear at close range; the Sarnathians pushed them into 
the lake with their spear tips. 

After that peace reigned in Sarnath, and the city be- 
came rich from trading the precious metals they mined 
beneath their city. They kept the water-green statue of 
Bokrug, the great Water-Lizard, and every year on the 
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As the train enters the country of Zak the 
landscape changes to green and verdant pas- 
tures and terraces. 


New PASSENGERS 


Some cats and passengers leave the train at 
Dylath-Leen. Many new passengers board, 
including the following. Full descriptions of 
each may be found in the Strange Compan- 
ions section. 


THE GOLDEN-EYED MAN 


A thin man with pale skin and dark hair waits 
for the train. His eyes are pure yellow, without 
pupils. He and Henri greet each other courte- 
ously, and dreamers making a Spot Hidden 
see the golden-eyed man give Henri a bottle in 
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King’s birthday the King and the high priests of the city 
ritually desecrate it. 

There is a story that says that the statue was lost 
long ago, that the sole priest who witnessed this was 
left speechless and soon died, after scrawling one word 
upon the ground: DOOM. The Sarnathians indignantly 
deny this. 

To everyone's surprise, one thousand years later 
a delegation of Beings of Ib has turned up again. It 
seems that survivors of the Sarnathian massacre re- 
turned to their own alien Waking World, whose time 
is different from Dreamlands, so it has taken this long 
for the delegation to return. Barely a week has passed 
in their own world. They seek damages for the harm 
done to their city and their people, and they want their 
statue returned. 

They have appealed to King Kuranes, who has or- 
dered both cities to send a delegation to meet with him 
so he can listen to their arguments and deliver a judg- 
ment. The delegations board the train at Dylath-Leen 
to journey to King Kuranes, who will meet them at 
Sona-Nyl. 
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lieu of a ticket. Henri accepts it gladly, and wel- 
comes him aboard. 

This is Mironim-Mer, and he has just paid 
his fare with Sarrubian wine. 


THE SARNATH DELEGATION 


The delegation from Sarnath arrives at the sta- 
tion looking glamorous, playing music, singing 
and laughing. Staggering servants lug their vast 
piles of luggage onto the train. 

Their leader is Theophed. The other two 
men are Amor and Caromel. The women are 
Ibex, Dulce and Besweet. 


THE BEINGS OF IB 


The Beings of Ib arrive after the Sarnathians, at 
the darkest point of night. Henri ushers them 
to the Padded Compartment. 
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The Temples of Zar 


ZSUSZA’S ARRIVAL 


Zsusza arrives late and runs after the train as 
it departs. She runs the length of the platform 
then jumps at the end. She catches hold of a 
beast tentacle to swing gracefully on board. If 
a dreamer assists her she is exultantly grateful: 
“A thousand thanks my friend,” she cries. “I am 
Zsusza, tomorrow night I will dance for you!” A 
Dream Lore roll recalls her as a famous dancer 
of the Dreamlands. 


THe DrLoMAcv Game Весмѕ 


Both diplomatic parties are now on board. 
They travel to Sona-Nyl to meet King Kuranes, 
who will make a judgment on the claim laid by 
the Beings of Ib against the Sarnathians. The 
nature of the complaint is summarized in the 
box on p. 153. 
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BEINGS OF IB 


The Beings of Ib seek no other company, and 
keep to themselves. Beings of Ib are disgusting. 
Constitution rolls are required to be near them. 


THE SARNATH DELEGATION 


The human dreamers intrigue the members 
of the Sarnath delegation. They befriend the 
most good-looking, charismatic or intelligent 
dreamer in order to ask them about their world 
and their motives. 

The Sarnathians snub the other dreamers. 
It requires firm action by their chosen friend to 
include the rest. 


SARNATHIAN PRANKS 


During the journey Sarnathians invite the 
chosen investigator to join them in their 
pranks, which involve stuffing stray Beings of 
Ib into roof corners. Beings of Ib do not resist. 
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If the dreamers are in on the prank, handling 
a Being of Ib requires a Constitution roll with 
a Strength roll to push them up into a corner. 
А bath is required after handling one. 

Once stuffed into a corner, the Being of 
Ib adheres, and requires assistance to be let 
down. If the dreamers rescue a Being of Ib 
(requiring a Constitution roll), Henri takes 
it (and any interested dreamers) back to the 
Padded Compartment. The rescuer must then 
take a necessary bath. 


WAKING 


At the keeper’s option, this may conclude 
the first night’s dreaming. The investigators 
might wake and return to the Dreamlands Ex- 
press on a subsequent night, returning for the 
Journey to Zar. 


Ға 


Zar is a park-like city with only a scattering of 
buildings. From the sea, it shows lordly terrac- 
es of verdure, and is dotted with the gleaming 
roofs and colonnades of Grecian-style Temples. 
Alas, Zar is the Abode of Unformed Dreams. It 
holds all the incomplete objects and half-dead 
remains of beings once dreamed but discarded. 

In the templed terraces of Zar lie all the 
dreams of beauty and thoughts of beauty that 
come to men once and are forgotten; the vi- 
sions of poets who died in want before the 
world could learn of what they dreamed. But 
no dreamer should set foot upon the sloping 
meadows of Zar, for it is told that he who treads 
them may nevermore return to his native shore. 
(“The White Ship’, Н.Р. Lovecraft) 


Events 


> Henri strongly warns passengers against 
disembarking at Zar. The only reason 
the Express stops at this city is to save 
lost dreamers. Anyone seeing Zar's 
interior loses 1/1D4 Sanity points. 
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> Henri trades his cargo of wool, textile and 
ivory for bulbs of strange-colored lilies. 

» The Madman attempts to board 
here. (See Strange Companions). 

> Early during the journey towards Aphorat 
the events of Murder on the Dreamlands 
Express begin with the First Murder. 


ARRIVAL 

The train arrives in Zar as the sun rises towards 
its zenith (11:00 A.M.) 

DEPARTURE 

The train departs as the sun is still high and 
blazing in a sapphire blue sky (1:00 P.M.) 

THE JOURNEY TO APHORAT 


The train takes six hours to travel the length of 
the South Land to Aphorat, through the coun- 
try of Zak. The park-like terraces that overlook 
the sea between Zar and Aphorat are impossi- 
bly gorgeous. 


New PASSENGER 


The Madman attempts to board at Zar. “The 
things I have seen! Dreams unthought and un- 
born!” he screams. “I tore my own eyes out, yet 
I can still see!” He clutches a tattered ticket, but 
he is hopelessly insane. Then he attacks Hen- 
ri or any dreamer trying to help him. Other 
dreamers and tentacles may intervene. 

Henri wishes to save the Madman but is un- 
sure about letting such a deranged soul aboard. 
The dreamers must use Persuade to convince 
Henri to allow the Madman passage and keep 
him somewhere safe (the Padded Compart- 
ment or Baggage Van). The captive Madman 
huddles, twitches, and screams gibberish. If un- 
tied, he attacks his rescuer. 

A crime will shortly be committed on the 
train. If the Madman is aboard, he is Henri's 
first suspect. 
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MlunpER ON THE DREAMLANDS Express 


EVENTS AFTER LUNCHTIME 


The following events occur after lunch outside 
the dreamers’ compartment. They may seem 
insignificant at the time, but the dreamers will 
soon investigate a murder and may wish to re- 
flect back on what everyone was doing at the 
time of death. Their actions are presented now 
for the keeper's convenience. 


> Henri passes through on an errand. 


> А Being of Ib is squeezed into a 
corner of the roof (the Sarnathians 
shoved it up there). 


» Monsieur Karakov makes his way down the 
corridor in haste, his hand wrapped in a 
blood-stained bandage. He explains he had 
a shock while lunching, and cut himself. If 
asked about the shock һе mutters "Can't 
you hear them? The guns are so loud." 


» And,any dreamer who may perchance be 
looking for Blackjack the kitten to play 
with cannot find him. Do not offer this 
information unless asked specifically. 


THE FIRST MURDER 


Mironim-Mer has been mesmerized by the Sor- 
cerer to attack Madame Bruja and steal the Lov- 
ers’ Heart. He fights the Sorcerer's command, 
and when he fights the Sorcerer he always re- 
verts to his real alien form. (Не is a Sarrubian— 
see Strange Companions for full information). 

Shortly after the Express departs Zar, Black- 
jack frisks into Mironim-Mer's compartment 
when the mesmerized Sarrubian is in alien 
form. The Sorcerer forces the Sarrubian to kill 
the kitten. 

This is early in the journey, one hour out 
of Zar station at 2:00 P.M. Any dreamer in the 
neighboring compartment who makes a Hard 
Listen roll hears a startled mew followed by a 
tiny thump, and silence. 

Mironim-Mer does not throw the kitten's 
body out the window because, as a veteran trav- 
eler, he knows the beast-tentacles catch hold of 
any item thrown from the train and return it. 
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Instead he climbs along the outside of the ivo- 
ry pavilion when the dreamers are not in their 
compartment. He enters through an arched 
window and hides the body in a sandalwood 
trunk. If someone is in the compartment all the 
way to Aphorat then he waits until they leave 
for dinner (and arrives late to dinner). 


FiNpNG THE Вору 


The dreamers have five hours, until the train ar- 
rives in Aphorat, to find the pathetic little body. 
The keeper should ask them to make a Spot 
Hidden roll each time they are in their com- 
partment. If they succeed they notice a smear of 
blood on the trunk, and find the body within. 

Any dreamer who handles a Being of Ib 
during this time will need to bathe, and may 
perhaps open the sandalwood trunk to take out 
a fresh robe and turban, only to make this most 
tragic discovery. 


THE BODY 


Blackjack has been stabbed three times with a 
sharp object as long as himself (actually three 
claws at once). A First Aid roll suggests that 
such a big wound indicates that much blood was 
spilled and may have left evidence somewhere. 

A Medicine roll while examining the body 
gives a rough time of death as 2:00 P.M. In any 
case, questioning can reveal that no one has 
seen Blackjack since lunch, indicating a prob- 
able time of death. 

A successful Medicine or First Aid roll in- 
dicates the disturbing possibility that it was no 
knife that killed him. The wound is thicker and 
rounder than a normal blade. (The wound is 
from a claw.) 

The dreamers should know by now that 
anything thrown from the train during its jour- 
ney through the Dreamlands is caught by ten- 
tacles and returned. If not, Henri tells them. 
Thus, any clues such as the murder weapon or 
blood-stained clothes must be still on the train. 
(In this manner, should the dreamers foolish- 
ly throw Blackjack’s corpse from the train, they 
are quickly implicated.) 
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EVENTS WHEN THE BODY IS FOUND 
At the time the dreamers find Blackjack's body: 


» Another Being of Ib is squeezed 
against their door like a soggy, 
spongy doormat (having just been 
shoved aside by a Sarnathian). 

» Amember of the Sarnathian delegation 
is hurrying past. If the investigator 
collides with the Sarnathian, he or she 
calls them a clumsy oaf and departs. 


There HAs Been A MURDER... 


If the dreamers raise the alarm immediately on 
finding the body, they will be considered inno- 
cent. The cats withdraw to their compartment 
and hiss at visitors. Henri respectfully requests 
the dreamers’ help in finding the murderer and 
reassuring the cats. 

Dreamers who make a Dream Lore or Law 
roll realize that the death of the kitten has bro- 
ken Henri’s deal with Ulthar, and the city will 
close her borders to the Dreamlands Express if 
the murderer is not found. 

The dreamers pursue their investigation. 
Do they gather everyone together in the Ban- 
queting Hall to make a shocking announce- 
ment? Do they search their compartments? Do 
they question them individually? Do they keep 
an eye on their suspects? Do they reveal their 
suspicions or search in secret? Whom do they 
trust and whom do they suspect? 

The players may have inventive ways to con- 
duct their investigation. Keepers should reward 
inquisitive and quick thinking dreamers based 
on their actions. 


THE DREAMERS’ COMPARTMENT 


Spot Hidden finds claw marks outside the 
dreamers’ window, as though someone has 
climbed the outside of the train. Spot Hid- 
den finds such claw marks at Mironim-Mer’s 
and Madame Bruja’s windows, and all windows 
in between. (Mironim-Mer has been skulking 
along, spying on her.) 
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KARAKOV’S COMPARTMENT 


Karakov keeps a cutlass beneath his divan for 
protection. If the dreamers find it during their 
search the blade is clean. If Mironim-Mer has 
the freedom to move unseen he will steal the 
cutlass from Karakov’s compartment at the first 
opportunity, smear some of his own blood on 
it, and put it in Mac’s compartment. Cats can 
explain, via Henri, that the blood on the cutlass 
is not cat blood, although they’re not sure what 
kind of blood it is. 


Questioning Karakov: Karakov has a wounded 
hand. He says he cut it at luncheon and left to 
get a bandage from his compartment. Psychol- 
ogy reveals that Karakov has a nervous manner, 
as though he is afraid of something. 

Henri did not see him cut his hand in the 
Banquet Hall. He did notice Karakov start and 
hurry off. 

Confronted, Karakov changes his story. He 
admits he keeps a cutlass in his compartment. 
Frightened by “a noise” in the dining car he fled 
to his compartment to fetch it. In his hurry he 
seized the cutlass by the blade instead of the 
hilt and cut his hand. The noise, he insists, was 
cannon fire, although no-one else in their right 
mind heard a cannon. 


MADAME BRUJA’S COMPARTMENT 


Dreamers at Madame Bruja’s door hear weep- 
ing, although she appears perfectly composed if 
they knock. Her curtains are closed at all times. 
She keeps her valise with her at all times, even 
in the bath. 

Madame Bruja has an adjoining compart- 
ment with the dreamers. She was alone in her 
compartment during the trip from Zar. She 
prefers to stay in her compartment between 
meals. 


Questioning Madame Bruja: Madame Bruja 
blames “her enemy” for the murder. He may 
not be able to get on the train, but he has sent 
an emissary. One of the men on the train 15 по! 
what he seems to be. She is cagey about her en- 
emy. She does not want another man lusting af- 
ter the Lovers’ Heart. Persuade gets her to drop 
her guard enough to talk of her daughter. 
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If confronted with the legend of the Lov- 
ers Heart, Madame Bruja reluctantly admits 
to being the Crone, although she insists she 
only did what any loving mother would do to 
gain justice for her child. She reveals her plans 
to thwart the Sorcerer forever by throwing the 
Lovers' Heart into the Gulf. If the valise remains 
unopened, she says it is in there. If the dream- 
ers know the valise is empty she tells them that 
the Lovers' Heart is hidden somewhere on the 
train, but not where. 


MIRONIM-MER'S COMPARTMENT 


In Mironim-Mer's compartment a successful 
Spot Hidden notices a rumpled rug, as if it has 
been pulled back and replaced. If he is present, 
Mironim-Mer stands on the rug to disguise 
this. Lifting the rug reveals the jelly-like hide of 
the beast looks like it has been cleaned recent- 
ly. A second successful Spot Hidden finds an 
overlooked blood spot. Mironim-Mer invents 
a shaving cut story. Cats identify the stain as 
cat blood. 
Questioning Mironim-Mer: Mironim-Mer 
was in his compartment. He confesses that he 
is not comfortable in the presence of the Sar- 
nathians, as they have been coercing him to 
give up his supplies of Sarrubian wine, and de- 
manding to know when the lemon-sailed ships 
will return. 

Reflecting Mironim-Mer’s fractured psyche, 
a successful Psychology roll when talking to 
Mironim-Mer convinces one dreamer he is in- 
nocent. Another dreamer is equally convinced 
by a successful Psychology roll that he is guilty. 


MAC’S COMPARTMENT 


Mac’s compartment is clean and orderly. 
Dreamers may note that he has stuffed some of 
the more exotic furnishings into a wardrobe. 


Questioning Mac: Mac recalls that he had 
lunch with Karakov, and that the man jumped 
up and left without warning. He did not see 
Karakov cut his hand. 

The dreamers may note the briefcase 
chained to Mac’s wrist. He will not open it un- 
less ordered to by Henri. 


158 


ZSUSZA’S COMPARTMENT 


Zsuszas compartment contains a lot of red 
“blood” stains (lipstick and rouge). Dresses and 
robes are thrown around the room. A lovely 
statuette of a dancer is exquisitely poised on an 
ivory arch. 


Questioning Zsusza: Kind-hearted Zsusza is 
upset over Blackjack’s death. Zsusza does have 
an enemy—the disgruntled Prince of Dylath- 
Leen. She mentions him only as a second 
thought, and laughs off any suggestion that he 
poses a present danger, at least not while she is 
on Henri’s beautiful train. 

Zsusza tells any sympathetic dreamer that 
the statuette in her room represents her dream 
to be a famous entertainer in the Waking 
World. She is going to throw it into the Gulf of 
Nodens. Her dream has only brought her bit- 
terness and defeat. 

Fast Talk or Persuade along the lines of 
sticking to her dreams will convince Zsusza that 
at least one other person believes she can suc- 
ceed. She decides to hang on to her dream. 


THE PADDED COMPARTMENT 


The Padded Compartment has plenty of rusty 
brown stains from the Beings of Ib. The dream- 
ers probably don’t want to dwell on the cause. 
If they get the cats onto it, the cats can’t agree 
exactly but the consensus is beetroot. 


Questioning the Beings of Ib: Questioned via 
the Squeaker, the Beings of Ib blame the Sar- 
nathians for this terrible crime. After all, the 
ancestors of those bullying brutes speared baby 
Beings of Ib and callously threw the tiny bleed- 
ing bodies into Lake Mnar. 

The Being of Ib who was stuck outside the 
dreamer’s compartment says he saw no-one en- 
ter or leave, aside from the dreamers themselves. 


Questioning the Madman: If the Madman is 
present, Henri suspects him, and regrets allow- 
ing him on board. 

Interviewing the Madman is futile, al- 
though there is some conspiracy involving cats 
among his babbling. Mechanical Repair rolls 
satisfy the dreamers that any restraints placed 
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on the man are still firm. He could not have 
slipped away. 


THE SARNATHIAN COMPARTMENT 


The compartment is luxuriously fitted-up, and 
the Sarnathians have opened up all the com- 
partment dividers to make a huge hall. They 
have drawn their divans into a circle where 
they lounge and peel grapes for each other. 
They only allow their chosen dreamer friend 
into the compartment. Others will have to Fast 
Talk their way in, or stick a foot in the door 
(Strength rolls), or get Henri to demand entry 
for them. There is nothing suspicious in the 
compartment. 


Questioning the Sarnathians: The Sarnathi- 
ans blame the Beings of Ib, as they are the only 
creatures on the train that have claws. Also they 
are so disgusting they'd do anything. 

The Sarnathians indignantly deny that their 
ancestors ever speared babies. The Beings of Ib 
probably spawn like toads... and so on. 

For the record, the claws of the Beings of 
Ib do not match the wound, being thin, brittle, 
and needle-like. 


THE CAT COMPARTMENT 


The cats are furious at the death of Blackjack. 
They stalk up and down the train, tails switch- 
ing, ears flattened, hissing at shadows. If the 
dreamers are on the case, a posse of cats follows 
them from carriage to carriage. 


Questioning the Cats: Henri can act as inter- 
preter if the dreamers wish to speak to the cats. 
Sophie, the mother cat, is too distraught to 
talk. Others do not recall seeing Blackjack after 
lunch. He was an adventurous little soul who 
was fascinated with the human passengers. 


THe 5Есомо Murper 


If the players interrogate Mironim-Mer but do 
not arrest him, he goes straight out the win- 
dow afterwards to attack Madame Bruja. Any 
dreamers in their compartment may roll a Lis- 
ten to hear the sound of his claws overhead. 


Book 2 


THE ALPS 


The sound of a scuffle from Madame Bru- 
jas compartment is followed by the piercing 
shrieks of Madame Bruja. The door is locked. 
Dreamers must climb in the windows or break 
in (Strength rolls, Locksmith skill, Dreaming 
it open or fetching Henri who has keys). Inside 
the doughty old lady is fending off a monstrous 
alien crustacean. Its piercing claws are exactly 
the kind to murder a kitten (Sanity loss for see- 
ing Mironim-Mer’s alien form is 1/1D4 Sanity 
points.) 

The mesmerized Mironim-Mer expected 
Madame Bruja to be frozen by shock at the sight 
of him, so he could grab the valise and run. Un- 
fortunately for him, Madame Bruja is a tough 
old stick who has seen much worse. She takes a 
firm grip on her valise and shrieks for help. 

The crustacean wrenches the valise from 
her hold. The dreamers may intervene with ap- 
propriate combat skills or opposed Strength 
rolls. If they get the valise, the monster imme- 
diately pursues them, which cues an exciting 
chase. Otherwise it wrenches the valise open. It 
is empty. The crustacean gazes at it in obvious 
dismay. Madame Bruja laughs with insane de- 
light; “He'll never find it! Never!” she cries. 

The monster's beady crustacean eyes have 
a blank look and are filled with a sparkling red 
glow. Once it realizes the valise is empty, the 
red glow vanishes and its eyes flood with sud- 
den intelligence. It breaks off battle and tries to 
escape. 

The investigators battle the crustacean un- 
til Henri arrives (1D6 rounds unless he is al- 
ready present). Mironim-Mer is not murder- 
ous unless under the Sorcerer's compulsion. He 
will try to escape out the window and along the 
roof, in order to hide somewhere to transform 
back into his dream form, and evade suspicion. 

As soon as Henri arrives, tentacles spring 
from the floor and dive in through the win- 
dows. АП combatants are separated, unless 
they make Hard Dodge rolls. Cats gather with 
arched backs and lashing tails. 


MIRONIM-MER CAPTURED 


Henri is inclined to throw the monster off the 
train. Dreamers need Persuade rolls to hold 
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Henri back long enough to question or con- 
front it. 

If accused of Blackjack's murder the mon- 
ster nods vigorously in agreement but waggles 
its jaw tendrils beseechingly. Dreamers who 
make their Psychology rolls believe it is strug- 
gling to speak, but something is holding it back. 

If dreamers ask Henri to keep the monster 
in the Padded Compartment for further ques- 
tioning he agrees. At some stage they may real- 
ize that Mironim-Mer is missing (prior to this 
they may not have associated the monster with 
the wine merchant). 

Mironim-Mer returns to his human dream 
form by their next visit to the Padded Com- 
partment, still wrapped in beast-tentacles. His 
behavior is as described below under The Con- 
fession. 


MIRONIM-MER VICTORIOUS 


If Mironim-Mer’s attack occurs when the inves- 
tigators are not nearby, then he rips Madame 
Bruja apart to find the Lovers' Heart. This does 
not actually kill her. Her undead body contin- 
ues to writhe and curse (0/1D4 Sanity points to 
witness). It must be restrained in the Padded 
Compartment or removed from the train. 

If Mironim-Mer succeeds, he hands the 
Lovers’ Heart out the window to the Sorcer- 
er at Thalarion. The Sorcerer seizes the stone, 
and blasts Mironim-Mer so he is injured but 
not dead. The Sorcerer escapes with the Lov- 
ers’ Heart. Dreamers pursue a deranged killer 
through a nightmare land. Fortunately, on their 
return to the station, the train is still waiting. 


THE CONFESSION 


Unless the dreamers make other arrangements 
Henri gives them the opportunity to announce 
their deductions in the Banqueting Hall as the 
train steams into the station of Aphorat. 

If they accuse and arrest the wrong person, 
Mironim-Mer has a second chance at attacking 
Madame Bryja. 

If they accuse Mironim-Mer he surren- 
ders quietly. He acknowledges his guilt and ex- 
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plains that he has a monstrous true form and 
was in that form when he killed the kitten. He 
attempts to say that he was hypnotized, but the 
Sorcerer's curse binds his mouth. He gets as far 
as: ^I was mesmerized...Her Enemy..." before he 
writhes in agony then collapses. On recovery, he 
can non-verbally indicate Madame Bruja as the 
“Нег” who has the enemy. 

If the dreamers caught Mironim-Mer, Hen- 
ri invites their judgment: return him to Ulthar 
to be tried, or consult King Kuranes as to an 
appropriate sentence. Henri vetoes any barbar- 
ic punishment, such as handing Mironim-Mer 
over to the angry cats or throwing him over 
Thalarion's walls. Mironim-Mer is kept in the 
Padded Compartment. 


CONCLUSION 


Dreamers gain 1D6 Sanity points if they find 
the murderer. They gain 1D4 Sanity points if 
they only find him after he attacks Madame 
Bruja. They lose 1D4 Sanity points if they ac- 
cuse the wrong person and allow the real mur- 
derer to escape. 


WAKING 


If the murder of Blackjack has been solved, 
then at the keeper's option this may conclude 
the second night's dreaming. The investigators 
might wake and return to the Dreamlands Ex- 
press on a subsequent night, rejoining for the 
journey to Aphorat. 


Aphoral 


Aphorat is a small port 
in the far south. It is dis- 
tant and little known, al- 
though all the sea-trade 
from Sydarthia and the 
desert of Cuppar-Nom- 
bo passes through it. A 
description of the ruins 
of Cuppar-Nombo may 
give a hint of the Aphorat architecture: the ru- 
ins are built of limestone, and in the evening 
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its high walls are blue. (The Dream-Quest of 


Unknown Kadath, H.P. Lovecraft) 


Events 


» Henri trades his cargo of strange-colored 
lilies for the fragrant resin of Oriab’s 
inner groves, delicate pottery baked by 
the artisans of Baharna, and strange little 
figures carved from Ngranek's ancient lava. 


» The Second Banquet is served 
after departing from Aphorat. 


> Following the banquet, both the Beings 
of Ib and the Sarnathians petition the 
dreamers (See After Dinner Diplomacy). 

» Ifthe dreamers have not yet uncovered 
or solved the Murder on the Dreamlands 
Express, Mironim-Mer takes further 
action (as per An Undiscovered Murder). 


ARRIVAL 

The train arrives as the sun's last amber rays 
stretch from the west (7:00 РМ.) 
DEPARTURE 

The train departs as night tightens its grip 
(9:00 P.M.). 

THE JOURNEY TO THALARION 


It is a two hour trip from Aphorat to Thalarion. 
Near Aphorat the train passes through a wide 
and pleasant plain where mobs of wild horses 
are pursued by purple wolves. Birds with hu- 
man hands soar from the cliff tops. 


THE SECOND BANQUET 


The feast starts on a somber note with the recent 
onboard murder weighing heavily on every- 
one’s minds. However Zsusza decides to lighten 
the atmosphere. She reminds the dreamers that 
she promised to dance for them. She dances, as 
she has danced for the Kings and Emperors of 
Dreams. 

Music starts as soon as she dances. The mu- 
sicians are haunting and skillful players of pipes 


Second Banquet Menu 


Chestnut soup 
Roast magah birds, dressed in their plumage 


Heels of camels from the Bnazic desert, 
including one dromedary whose roast flesh 
tastes pleasantly of garlic. 


Fish from Lake Mnar, each of vast size, served 
upon silver platters. 


Fruits, nuts and spices from Sydarthian groves 


Sauces prepared by the subtlest cooks, suited 
to the palate of every feaster 


DRINKS MENU 


Pearls from wave-washed Mtal dissolved in 
the vinegar of Thrace. 


The wines of Sarrub, Implan, the Karthian 
hills, and Mount Aran; Zoog moon-tree wine. 


ДА LAN LN UNA AWWW 


not find them, and any Listen roll indicates the 
music appears to be coming from the tentacles 
of the beast beneath them. 

Zsusza's dance is graceful and sad. Psychol- 
ogy rolls determine that she dances not only 
for the loss of Blackjack, but also for the loss of 
something personal. She dances for the loss of 
dancing itself. 


A\FTER~ DINNER ЮР ОМАСҮ 


The Sarnathians are impressed by the dream- 
ers’ diligence in the murder investigation. Dur- 
ing or after the banquet they ask the dreamers 
to assist in their negotiations with the Beings 
of Ib. They give their account of the story (See 
"The Doomed Cities of Sarnath and Ib" boxed 
text in the Dylath-Leen section). 


and flutes, but they are invisible. Dreamers can- 
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If asked, the Beings of Ib will also tell their 
side. 

The dreamers can guide the negotiations. 
They need a Persuade or Law to win each 
point. Fast Talk will not work. 


THE BEINGS OF IB 


The delegation of the Beings of Ib ask for war 
reparations: 


» 10,000 rubies and sapphires to rebuild Ib; 


> A personal apology from the 
Sarnathian king, and; 


> The return of their statue of 
the likeness of Bokrug. 


Otherwise, they warn, Sarnath will meet her 
DOOM. The Sarnathians ridicule this. 

The Beings of Ib can be negotiated down to 
simply seeking the return of the statue. On that 
they will not budge. 


THE SARNATHIANS 


The Sarnathians are not interested in giving an 
inch. They wish to appear to cooperate, in or- 
der to appease King Kuranes, while doing noth- 
ing. Their own ruler's birthday is soon and they 
wish the matter resolved before the celebrations 
begin. They invite friendly dreamers to this cel- 
ebration—the events are related in “Тһе Doom 
That Came To Sarnath”. 

The Sarnathians agree to negotiations as 
follows. 


> Pay the war reparations, as they 
are so wealthy that the money 
means very little to them; and; 

> Provide a written letter of apology 
from the King, as long as it is worded 
in such a way that it is meaningless. 

» The Sarnathians refuse to return the statue: 
they superstitiously attribute their city’s 
prosperity to this ritual, annual desecration. 
The best the dreamers can do is extract a 
promise to return the statue at some future 
time and place to be negotiated later. 


KARAKOV AND THE DIPLOMACY GAME 


Karakov is always on the lookout for oppor- 
tunity for fresh sales. During the banquet and 
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afterwards he negotiates with both sides to 
sell weapons. He gets nowhere with the Be- 
ings of Ib—they are serenely confident of their 
DOOM. However he is soon close to clinching 
a profitable deal with the Sarnathians. Dur- 
ing the banquet he proposes to like-minded 
dreamers that they assist him in figuring out a 
way to smuggle guns into the Dreamlands. “A 
whole world without guns. Think of the prof- 
its!” he says, gleefully. 


Ам Unpiscoverep Murper? 


If the dreamers have not found Blackjack’s 
body by the time the train arrives in Aphorat, 
Sophie is anxiously searching for Blackjack. She 
follows his trail to the dreamers’ compartment. 
She sniffs and claws at the chest where the body 
is hidden, then starts caterwauling. The noise 
alerts both dreamers and Henri. By this time 
the train has left Aphorat on its journey to- 
wards Thalarion. 

Henri translates the cat’s cries and polite- 
ly insists on searching the chest. The broken- 
hearted mother caterwauls over the little corpse 
and angry, bristling cats rush in from the door 
and windows. Henri requests the dreamers’ aid 
in solving the murder as per the Zar section, 
however they have only two hours to solve the 
crime before the train arrives in Thalarion. 

If Mironim-Mer is left at large by the time 
the train arrives at Thalarion he transforms 
into his alien form and climbs along the roof to 
Madame Bruja's compartment (see "The Sec- 
ond Murder" section, above). 


Thahavion 


The City of a Thousand Wonders, Thalarion 
holds all the mysteries that man has striven in 
vain to fathom. The city is colossal in extent. 
Its spires reach so high into the sky that their 
tops cannot be seen by mortal eye. The grim 
gray walls surrounding the city stretch far be- 
yond the horizon. Over these walls can be seen 
a few ominous roofs, adorned with rich friezes 
and alluring sculptures. The city’s pier is near 
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a huge carven gate named Akariel. None have 
ever returned from this city for "therein walk 
only demons and mad things that are no longer 
men, and the streets are white with the unbur- 
ied bones of those that have looked upon the 
eidolon Lathi, that reigns over the city.” (“The 
White Ship”, Н.Р. Lovecraft) 


Events 


> Henri strongly warns passengers 
against disembarking at Thalarion. 
The only reason the Express stops at 
this city is to save lost dreamers. 


» Should the dreamers choose to ignore 
Henri's warning their Thalarion jaunt is, 
in any case, cut short. The Sorcerer waits 
for Mironim-Mer near the station and 
intercepts any visitors from the train. 


» Тһе богсегег attempts to board 
(see Meeting the Sorcerer, below). 
He is thwarted by the dreamers, 
or the eidolon Lathi. 


ARRIVAL 


The train arrives as the night's ebony reaches its 
darkest hue (11:00 РМ.) and waits an hour at 
Thalarion's grim and colossal station. 


DEPARTURE 


The train departs on the hour of deepest dark- 
ness (midnight). 


THEJOURNEY TO XURA 


The journey to Aira will take twelve hours, 
through the perilous country of Xura. 

The Dreamlands Express vaults the swift 
but narrow river Zuro soon after departure 
from Thalarion. The dream-beasts plunge to- 
wards the beautiful but deadly gardens of Xura. 


MEETING THE SORCERER 


The Sorcerer attempts to board the train, gliding 

onto the platform in a clacking of heel bones. 
Henri refuses to let him board—not be- 

cause he is a blackened undead corpse with 
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burning red eyes, but because he has already 
ridden the train to the Gulf of Nodens to dis- 
card his humanity. By the terms of Henri’s deal 
with Nodens, the Sorcerer cannot ride again. 

Dreamers who witness this scene, which is 
carried out on Henri's side with an unfailing 
but regretful politeness, turn in time to see an- 
other witness. Madame Bruja watches the Sor- 
cerer’s discomfiture with a vindictive smile. Re- 
alizing she has been seen, she retreats into her 
compartment 

The Sorcerer hypnotizes Henri and tries to 
get on board. Dreamers notice that Henri’s eyes 
have taken on a blank look and are filled with a 
sparkling red glow. His arms fall to his sides as 
the Sorcerer brushes by. 

Dreamers must Persuade or slap Henri out 
of his fit. Any attack drives the Sorcerer away. 

If they fail, the eidolon arrives to save the 
day, but not before demanding another “favor” 
of Henri. 


THe Еросом Lath 


No one quite knows who or what the eidolon 
Lathi is, or was, or will be. The best guess is 
that she is the ghost of a woman who never ex- 
isted. She wishes to become real in one human 
dreamer’s eyes, but always just as she is on the 
verge of reality he dies. Eerie fluting music her- 
alds her approach, and the waft of drapery, and 
the pad of soft paws. The Sorcerer flees. 
Human dreamers who glimpse her must 
oppose their POW against her APP 90 or fall 
hopelessly in love with her and seek to dwell in 
Thalarion forever. It will require all their com- 
panions’ strength against the besotted one’s 
strength (which has increased again by half un- 
der the effects of love) to wrestle them back onto 


the train, or at least get them in reach of the 
dream-beast tentacles, which will assist in haul- — 


ing them aboard and keeping them there. Once 4 


Thalarion falls astern, Lathi's influence departs.” 


Should the besotted dreamer vanish into — 


the streets of Thalarion, Lathi, in honor of her 
incomprehensible agreement with Henri, re- 
turns the dreamer to the train more or less in- 


163 


THROUGH THE ALPS 


tact. The dreamer remembers only dark eyes 
and inhuman loveliness and desire. 


The | and of Xura 


Xura is the land of Pleasures Unattained. It is 
a countryside of seeming beauty. Its pleasant 
coasts are bedecked with multicolored blos- 
soms, and from gay arbors can be heard snatch- 
es of song and harmony, interspersed with de- 
licious laughter. But if this damnable coast is 
approached too closely its true nature becomes 
apparent. A wind may waft to the viewer the 
stench of plague-stricken towns and abattoirs. 
Or he may sight one of the grotesque inhabit- 
ants—obscene mockeries of the human race— 
scuttling along the shore. No man willingly 
lands on this shore to experience first hand 
Xura’s charnel gardens. (“The White Ship”, Н.Р. 
Lovecraft). 


Events 


> Henri strongly warns passengers 
against disembarking at Xura. The 
only reason the Express travels this 
land is to save lost dreamers. 


» The Ghoul That Was Guillaume 
attempts to board (New Passenger). 


» If Mironim-Mer succeeds in seizing 
the Lovers’ Heart from Madame Bruja 
between Thalarion and Xura, he hands 
it out a window to the Sorcerer here. 


» At the midpoint of the journey through 
Xura, the Sarnathian delegation 
approach their pet dreamer for 
assistance in murdering the Beings 
of Ib (A Break in Diplomacy). 


> Henri keeps all curtains closed through 
the entire journey through Xura. The 
scenery, he advises, is not memorable. 
> Henri burns scented candles and 
torches, and sprinkles the furnishings 
with perfumes. The stench of Xura 
still sneaks through his defenses. 
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ARRIVAL AND DEPARTURE 


It is a long haul of twelve hours through night- 
ed Xura with a halt of a few minutes at the 
midway point of 6:00 A.M. (although no dawn 
comes) at a deserted platform in the middle of 
that gloomy land. 


THE JOURNEY TO AIRA 


Xura's charnel gardens are certainly memora- 
ble, should curiosity prove too much. It is dark 
but a misty moon sheds enough light so that 
inquisitive dreamers can make some details. 
The moon kindly hides her face to veil that 
which might prove too gruesome. Bright flow- 
ers gleam in the darkness, but they grow amid 
human corpses, and blossom in profusion from 
the eye sockets of living skulls. Rose trees bow 
beneath the load of dismembered limbs and 
heads (Sanity loss 0/1D2). The murk fortunate- 
ly makes the gardeners invisible but the curious 
onlooker hears a snarling laugh from seemingly 
just behind them, and sees dark shapes anoint- 
ing the rose trees with gory garlands. 

Anyone who lingers watching too long runs 
the risk of falling prey to the fascinations of 
Xura. A Power roll must be made. Next round 
the roll is at Hard difficulty, and in the third 
and subsequent rounds it is Extreme. If they 
fail, they fall. Dark voices pant, and eager paws 
reach out, but fortunately their friends—or 
dream-beast tentacles—snatch them back up 
to the brightly-lit safety of the train. 


New PASSENGER 


The Ghoul That Was Guillaume attempts to 
board when the train pauses briefly before 
dawn in Xura. See Strange Companions for his 
description. 

Henri refuses. The ghoul holds out a well- 
chewed fragment of ticket. Henri remains aloof. 

The dreamers must intervene if they wish 
to allow the Ghoul That Was Guillaume to 
board the train. If they don't speak Ghoul or 
French they need Henri to translate Guillau- 
me's plea, which is to be allowed on board so he 
can discard his dream-self in the Gulf and re- 
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gain his humanity. Henri translates reluctant- 
ly but truthfully. Fast Talk or Persuade con- 
vinces Henri to allow Guillaume to board, or 
Sleight of Hand or some other ruse can be used 
to sneak Guillaume on when Henri is not look- 
ing, with a successful Stealth roll each day from 
Guillaume to keep him hidden. 
There are several arguments to advance: 


> Fast Talk: Guillaume has a ticket. 
He has a right to travel. (If the roll is 
failed, Henri observes that the ticket 
might not be his. He may have taken 
it from some hapless dreamer that 
he... Henri halts with a shudder.) 


> Persuade: Guillaume hopes for 
redemption. Surely he deserves this; 
didn’t Henri promise a ride for every 
human dreamer or those once-human? 


If Henri allows Guillaume on board he insists 
he remains separate from the other passen- 
gers: allow the dreamers to make suggestions 
but reasonable places are the Engine, under the 
guard of the stokers; the Baggage Van; and the 
Padded Compartment. 

The Ghoul That Was Guillaume is grateful 
to the dreamers and tries valiantly not to nibble 
on anybody. 


А Break м Оромдсу 


As the train travels through Xura in the dark of 
night, the Sarnathians plan to solve the nego- 
tiations by killing the Beings of Ib in their Pad- 
ded Compartment. At the current rate it will be 
another thousand years before the Beings of Ib 
return a second time, and thus no longer their 
problem. 

They ask their dreamer friend to join them 
in the assault. If the dreamer refuses they do 
not go ahead with their plan, as they fear the 
dreamer will spill their secret to King Kuranes. 
They laugh it off as a joke. How could he or she 
think they were serious? Have another drink! 

If the dreamer should agree though, the Be- 
ings of Ib die fighting flabbily to the end, voice- 
less, yet with a strange confidence. The Squeak- 


Book 2 


er squeals one word until crushed underfoot: 
DOOM. 


HENRI INTERVENES 


If the dreamers alert Henri he stops the blood- 
shed. However should the Sarnathian delega- 
tion succeed in murdering the Beings of Ib 
before he is informed then he cannot throw 
such an important delegation off the train. If 
he learns who is responsible he keeps them con- 
fined to their compartments until the train ar- 
rives at Sona-Nyl, where he hands them over to 
King Kuranes for judgment. 


Aira 


Aira was the dream of the shepherd boy, Ira- 
non (“The Quest of Iranon”, H.P. Lovecraft). It 
no longer exists and the place where it was can 
only be found by travelling the Dreamlands Fx- 
press. The Express pulls up at a station in the 
middle of an empty valley. The wind sighs over 
the golden grass. Groves of yath-trees weep 
blood-red petals, while the falls of the tiny Kra 
trickle a sad music. Many-colored hills rise on 
all sides. One lone pillar of white-gold veined 
marble stands in the deserted vale. It is broken 
half way up. An inscription is carved on the 
broken column, like a tombstone. 


Events 


> Ifthe Murder on the Dreamlands 
Express remains unsolved all 
cats depart the train here. 

> Henri pays his respects at the 
pillar (Remembrance) 

> Ifthe murder is solved, the cats bury 


Blackjack here in a solemn ceremony 
(See the Burial of Blackjack below). 


ARRIVAL 


The train returns to sane lands at Aira. A whole- 
some sun finally burns through the last shreds 
of gloom (midday). 
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DEPARTURE 


The train departs as the full, ruddy light of 
afternoon sends the shadows eastward (2:00 
P.M.) The train vaults the River Nithra. 


THE JOURNEY ТО SONA-NYL 


It is a two-hour journey to Sona-Nyl. The scen- 
ery makes amends for the deadly terrain of 
Xura. Beautiful valleys rise to steep mountains 
decked with shady glens; poets recite odes to 
admiring crowds in Grecian pavilions. Quagga 
herds startle at the train's approach and gallop 
off, barking a warning to their comrades. 


REMEMBRANCE 


Henri stops here in the hope that as long as 
someone remembers Iranon’s lost dream of 
Aira, the city and her folk may one day return. 

Henri walks to the pillar. He removes his 
hat and stands with bowed head, then returns 
quietly to the train. The writing on the bro- 
ken pillar is reproduced nearby (Dreamlands 
Handout #3) 

The grass is full of tiny hopping mice with 
feathered tails. 

After Aira, Henri reminds dreamers wish- 
ing to dream away their regrets to prepare a to- 
tem for the Gulf of Nodens. Should they choose 
not to visit the Gulf this time, he is happy to 
store it in the Baggage Car. 


THE BURIAL OF BLACKJACK 


Ina sad farewell, a touching funeral takes place 
here. A double line of cats bear Blackjack gen- 
tly from the train with his grieving mother fol- 
lowing. The cats scratch a hole with their claws 
and lower their little comrade into his grave. 
They bury him beneath the sighing golden 
grasses of Aira. 


Sona- ul 


The Land of Fancy, wherein there is no time 
nor space, no suffering nor death. The land- 
scapes are clear and pastoral, the cities gigan- 
tic and domed in gold. Beyond each vista of 
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beauty arises another even more beautiful. The 
inhabitants are happy and gifted with unwar- 
ranted grace. Quaint pagodas and white walls 
stand amid carefully tended gardens. Those 
leaving Sona-Nyl invariably suffer great dif- 
ficulties if they attempt to return. Most never 
succeed in returning—some say because the 
gods curse them for rejecting perfection. (“The 
White Ship’, H.P. Lovecraft). 


Events 


» Mac departs іп Sona-Nyl, unless the 
investigators persuade this good- 
hearted soul to stay aboard. 

> King Kuranes boards the train at 
Sona-Nyl (The Royal Passenger). 

> Henri trades his cargo for carved jade, 
spun gold, and little red singing birds. 

> The train leaps from the Crystal Headlands. 

» The Third Banquet takes place on the train 
once it passes beyond the headlands. 

> Afterwards King Kuranes passes 
his judgment (see King Kuranes’ 
Judgment, p. 168). 

DREAMLANDS HANDOUT #3 


IN Memory or Ara 
Here once stood Aira of the golden domes, the 
dream of the shepherd boy Iranon. 
As long as Iranon sought Aira he remained eter- 
nally young and, for that long, Aira flourished. 


When Iranon lost hope he turned old over- 
night and walked into the Bnazic quicksands. 
That night Aira and all her people vanished. 


Oh Dreamers hold fast to your dreams, lest 
they too perish. 
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ARRIVAL 


The Land of Fancy lies two hours over the 
Nithra River from Aira. The train arrives in the 
full blaze of afternoon (3:00 РМ.) 


DEPARTURE 


The train departs for the cloud city of Seran- 
nian as the lengthening day takes on a mystic 
amber hue (5:00 РМ.) 


THE JOURNEY TO SERANNIAN 


The trip takes seven hours. 

The harbor of Sona-Nyl is guarded by 
twin headlands of crystal that rise from the sea 
to meet in a resplendent arch. As the Crystal 
Headlands draw near, dolphins leap from the 
sea in graceful arcs keeping pace with the train, 
while two interlinked rainbows join overhead. 

The train vaults from the arches to the 
point where the sky meets the sea, in a leap that 
would be heart-stopping if it did not continue 
for hours on end. At some point, the heart has 
to re-start. As night falls, stars shine above and 


Domed City of Sona-Nyl 


Blackjack's Final Resting Place 
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Royal Feast Menu 


Soup for the King (Potage à la Reine — 
cream of chicken) 


Braised flamingo tongues with truffles from 
the Eastern Fungus Forest 


Haunches of royal venison from the slopes of 
Mount Lerion 


A pair of roast peacocks from the hills of Im- 
plan, dressed in their feathers, served upon 
golden platters set with rubies and diamonds 


A castle of spun sugar in the shape of 
Serannian 


Fruits, nuts and spices from Sydarthian 
groves 


Sauces prepared by the subtlest cooks, suited 
to the palate of every feaster. 


DRINKS MENU 


Pearls from wave-washed Mtal dissolved in 
the vinegar of Thrace 


The wines of Sarrub, Implan, the Karthian 
hills, and Mount Aran; Zoog moon-tree wine 


VM 


below the Dreamlands Express, as the starlight 
reflects in the ocean's waters far below. 


THe RovAL PASSENGER 


King Kuranes arrives at the station with a host 
of knights. Henri bows deeply, implying that 
the dreamers should do the same. 

Two knights accompany the king aboard, 
Haragrim and Nadamens. His other knights 
see him off at the station and ride after the 
train until it passes into the air. Their banners 
flutter and their horses snort and stamp with a 
martial air. 
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THE Thro BANQueT Тома, ВЕА5Т) 


King Kuranes and his two loyal knights attend 
this feast. The beginning of the banquet is very 
stiff and formal. Dreamers may wish to lighten 
the atmosphere and ensure the party is a suc- 
cess—persuading Zsusza to dance is always a 
good bet. On the brink of the Gulf of Nodens, 
she dances as she never has before, and perhaps 
never will again. 


Kina KunANES' JUDGMENT 


After dinner, King Kuranes listens to the dele- 
gations arguments. If the dreamers have nego- 
tiated an outcome they can speak first. Kuranes 
is somewhat startled by the Beings of Ib—they 
are even more loathsome than he imagined— 
but he is just. His judgment is fair. He agrees to 
any reasonable action the dreamers have pro- 
posed. He speaks privately with the Sarnathians 
with the dreamers in attendance. 

King Kuranes observes that the Beings of Ib 
are revolting, but they did nothing to provoke 
the Sarnathian attack. Sarnath should meet Ib's 
demands. Even if all the Beings are dead, then 
the money, apology, and statue can be delivered 
to the place where Ib once stood. 

King Kuranes strongly urges Sarnath to re- 
lent. There are many gods in the Dreamlands 
and not all are content with tactful prayers. Just 
because something is forgotten does not neces- 
sarily mean it no longer exists. 

The Sarnathians pretend to relent but Psy- 
chology rolls indicate they have no intention of 
doing anything. King Kuranes shakes his head 
over their folly but thanks the dreamers for 
their attempt to bring about a resolution. 


THE MURDER CHARGE 


If consulted on the case of Mironim-Mer, King 
Kuranes rules that the Sarrubian has broken 
Ulthar's laws and must be returned to Ulthar 
to be tried. The cats agree with this ruling. 
Mironim-Mer stays on the train during its re- 
turn. He will be legally tried and imprisoned for 
a time in Ulthar, although Ulthar's laws make 
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Marbled City of Serannian 


due allowance for those unfortunate criminals 
suffering under the compulsion of sorcerers. 
The reappearance of Mironim-Mer's cat com- 
panion Fortune as a character witness ensures 
that the death penalty is not called for. 


CONCLUSION 


If the dreamers acted with humanity they are 
now high in Kuranes' esteem. They can seek au- 
dience with him whenever they visit Serannian 
or Celephais, and he will aid them in any way 
he can. They have gained a powerful ally, 1D4 
Sanity points, and a sad lesson in the value of 
diplomatic negotiation. 


Syobannam 


"The marble cloud city... that lies in ethereal 
space between where the sea meets the sky". To 
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reach Serannian one sails from Celephais to the 
horizon (the point where the sea meets the sky) 
then over it and up into the sky. Much of the 
Cloud City of Serannian is actually a huge cas- 
tle complex built of pink-veined white marble. 
The people of Serannian are extremely pale of 
skin and hair. They are polite to outsiders but 
very introverted. Serannian is a possession of 
Celephais and King Kuranes rules from it half 
the time (The Dream-Quest of Unknown Kada- 
th, H.P. Lovecraft). 


ARRIVAL 222 _ 


The train arrives at the celestial city at the point AC 
where horizons meet as day reaches her lowest f — 


ebb (midnight). m 


DEPARTURE Tf | 


The train departs as the stars wheel eastward 
overhead (2:00 A.M.) 
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From here the train vaults into the Gulf 
of Nodens, and into the unknown. The end of 
their journey begins. 


Events 


> King Kuranes departs the train 
with his two knights. 


» The Sarnathian delegation departs the train. 


> Any surviving Beings of Ib stay on as they 
will return to their own world via the Abyss. 


> Henri trades his cargo for the treasures 
of Serannian, her illuminated books 
and scrolls recording ancient deeds in 
unknown tongues. He takes them back 
to Ulthar to sell at vast profit to maintain 
his train, and start his trade again in 
Ulthar’s cabbages and spun wool. 


> Ifthe dreamers have not yet found 
the Lovers’ Heart handout, on a 
Luck roll (or at the keeper’s choice) 
the page flutters from one of these 
books (Dreamlands Handout #1) 


» The dreamers must decide whether or 
not to continue. They may wish to get 
off, as otherwise they can never ride the 
Express again. If they do, Henri suggests 
maybe that is for the best, as he expects 
some... turbulence... on this voyage. He 
shakes their hands firmly goodbye. 


> As the train pulls out slowly, a vast skull 
face forms in the clouds with two burning 
red stars for eyes; the train is sailing into 
its maw. Dreamers have a last chance to 
run along the platform and jump on. 


The Gull of Nedens 


A thick mist shields the abyss. The thunder 
of falling waters can be heard beyond. As the 
beasts gather themselves and leap the mist parts 
revealing a monstrous cataract below, where 
all the oceans of the world drop away to abys- 
mal nothing. As the beasts’ leap continues, the 
sight of the monumental cataract is swallowed 
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А ТАТАТ TN UA AN ANA ANNA A 
Timeline of the Attack 


Following is a round-by-round description of the 
assault on the train. Keepers may change the timing 
as required. 


ROUND 1— The Sorcerer and his shantaks are seen 
in the distance. 


ROUND 2--Тһе First Wave of Karakov's Vengeful 
Dead (Cavalry) rise from the Gulf and arrive at the 
rear of the train. 


ROUND 3--Тһе stokers leave the Engine to defend 
the train, with Nodens bellowing incoherent and in- 
visible encouragement from the depths. 


ROUND 4--Тһе train passes out of range of the 
Cavalry. 


ROUND 5—The Second Wave of Karakov's Venge- 
ful Dead (Cannon) rise from the Abyss. 


ROUND 6—The Sorcerer and his shantaks have 
halved the distance to the train. 


ROUND 7--Тһе train passes out of range of the 
Cannon. 


ROUND 8—Кагакоу 5 submarine surfaces. 


ROUND 9—The Sorcerer and his shantaks halve 
the distance again. 


ROUND 10--Тһе train passes out of range of the 
Submarine. 


ROUND 11—The Sorcerer arrives at the train. 
ROUND 12—The Crone exposes the Lovers’ Heart. 


А /А\/А А/Д MM MM MM MM 


in darkness. Now all is blackness and stars and 
galaxies whirl above and below in the utter 
darkness. 


ARRIVAL AND DEPARTURE 

No hours remain, for the train departs mortal 
lands and mortal time. 

THE ATTACK ON THE EXPRESS 


Henri's premonition was accurate. His beloved 
Dreamlands Express comes under attack from 


two forces: 
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> The vengeful war dead attack to 
destroy Karakov before he can 
jettison his conscience and deny 
them their revenge; and 

» Тһе богсегег brings а flight of 


shantaks to destroy the train and 
secure the Lovers' Heart. 


The dreamers' success depends on the allies 
they have made along the journey. Each person 
they have helped rises to the cause in this final 
journey. 


ALLES 


Now is the time for the dreamers to rally their 
forces. Outlines of allies' actions are given be- 
low. Rolling dice for all these combats indi- 
vidually may prove tiresome. The keeper can 
decide whether the dreamers' allies succeed or 
fail valiantly. 


THE BEINGS OF IB 


Have the dreamers treated the Beings with re- 
spect? If not, the Beings stay in the Padded Cell 
and refuse to help. If the dreamers have tried 
to help them, the Beings join forces with their 
friends. 

Each successful attack by the Beings dis- 
tracts one shantak for one round. 


THE CATS OF ULTHAR 


Did the investigators find Blackjack's murderer? 
The loyal cats of Ulthar repay the investigators 
tenfold. With squalls of rage, teeth bared and 
claws unsheathed, the tiny, furry warriors leap 
en masse upon their foes. 

Each successful mass attack by all the cats 
distracts one shantak for one round. They also 
deal with any rat attacks. 


GUILLAUME 


Did the dreamers save Guillaume? He calls the 
nightgaunt stokers to him and leaps aboard 
one, catching hold of a shattered ivory spar 
from one of the pavilions as spear. He calls on 
a dreamer to mount the other nightgaunt in a 
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Zsusza's Moment of Truth 


reckless charge against the monster-filled skies. 
“Vive la France! Vive la Morte!” 

Each successful attack by Guillaume dis- 
tracts one shantak for one round. 


THE NIGHTGAUNTS 


The nightgaunts and any riders fly out to meet 
the Sorcerer's hordes. A dogfight ensues. Every 
round the dreamers need to make a Ride roll or a 
Hard Dexterity roll to cling to their nightgaunt. 
Should the rider fail their roll and fall, the night- 
gaunt swoops to retrieve them, which means 
they don't fight in that round. 

Each successful attack by the nightgaunt and 
dreamer distracts one Shantak for one round. 


MAC MACKENZIE 


Have the dreamers persuaded Mac to stay on 
board? 2| 


№ , t 


ÉN 
7 4 NS 
Ў т 


His briefcase bursts, and sheaf upon sheaf- = 


of treaties tumble out. Не can do nothing but 


shovel the paper out of his compartment as it - 


threatens to smother him. Left to himself he 
shoves the last of the pile out after 10 rounds, 
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then overbalances and tumbles himself, falling 
over and over into the abyss. 

The dreamers can come to his aid by doing 
something this loyal soul would never think to 
do himself—removing the briefcase from his 
wrist. They can Dream the lock open, pick it 
with Locksmith, cut the chain with any suitable 
weapon (Hard Strength roll), or cut off his hand 
(any damage over 3 points aimed at his arm). 


THE MADMAN 


The Madman fights free of the distracted ten- 
tacles, or gnaws through his ropes. He runs the 
length of the train laughing with delight, and 
hurls first his green soapstone head statue and 
then himself happily into the abyss. Dreamers 
can only hope he finds sanity on waking. 


MIRONIM-MER 


Did the investigators deal justly with Mironim- 
Mer? 

Mironim-Mer requests to be freed from his 
prison so he can help; if freed, he attacks the 
Sorcerer. 


ZSUSZA 


Without hope, Zsusza throws a tiny, exquisite 
statuette of a dancer into the Gulf. Then she 
flings herself. 

If the dreamers have believed in her dream, 
Zsusza wields her statuette to deal out mighty 
blows against their enemies. She stays on the 
train to the end. 

Zsusza attacks the Sorcerer. Filled with pur- 
pose, she cannot be hypnotized. He keeps trying, 
freeing the dreamers from his dreadful glare. 


The Vengetul Dead 


Karakov’s inner torment takes outward form. 
His subconscious conjures up a vast army of 
war dead, each he fancies killed by him for a 
pound a head. In an effort to defeat his fears 
Karakov heads to the Baggage Van to hurl his 
conscience from the train. The Dead always 
know where he is on the train and will focus 
their attack on that carriage. 
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The Vengeful Dead’s attacks are described 
in waves. To stop them sooner, the dreamers 
should deal with Karakov, as described in How 
to Stop the Dead. 


THE FIRST WAVE: CAVALRY 


The Dead gallop beside the train to climb on 
board. The dreamers need to fend off 1D10 
phantom cavalry. These phantoms can gallop 
over the abyss because they are—well—phan- 
toms. Any dreamer who tries to step onto the 
Gulf will plummet. 

The dead have pound signs (£) carved into 
their foreheads. 


Weapons: The cavalry cutlasses inflict 1 point 
damage plus 0/1D2 Sanity points as their icy 
blades whistle through the dreamer’s skin, flesh 
and bone. 


Armor: they cannot be harmed by physical 
weapons. They can be harmed by Dreaming 
skills. The phantoms pass through the dream- 
ers and move on, seeking Karakov. 


THE SECOND WAVE: THE CANNON 


The Dead drag up two ornate cannons with 
which they fire upon the train’s ivory palaces. 


Weapon: Cannon, 40% chance to hit; each fires 
once per round 


Damage: 1D20 points damage to a palace (each 
delicate palace has a total of 40 hit points). 

The cannons cannot harm the beast or 
dreamers as they can only harm things made 
from dreams. However dreamers inside an ex- 
ploding palace take 1D4 damage from ivory 
splinters unless they can make a Dreaming roll 
themselves to remind themselves that this is all 
a dream. Dreamers take no damage from the 
cannon ball itself, even a direct hit. 

Henri takes 1D4 damage every time a pal- 
ace is destroyed—his dream is being destroyed 
and this is reflected in his own form. Dreamers 
can use Dreaming skill to heal him, each suc- 
cess cures him of one hit point at the cost of 
1D3 magic points. 

The stokers take wing to defend the train. 
The Engine slows down. 
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The train outraces the horse-drawn cannon 
after 3 rounds of fire. 


THE THIRD WAVE: THE SUBMARINE 


А submarine rises to the surface of the abyss. 
It has become a black turreted metal horror. 
Again its cannon are aimed at the train for the 
same chance and damage as the cannon in the 
Second Wave, with the same result for Henri. 

With the nightgaunt stokers taking wing, 
the train is slowing. At least one dreamer must 
reach the Engine and start shoveling fuel in 
order to outrace the submarine. For succes- 
sive rounds each a lone stoker must succeed 
in Constitution roll to keep ahead as the sub- 
marine submerges beneath the abyss and pur- 
sues them. The dreamer also loses 0/1D2 Sanity 
points for slicing the fuel from the living Fuel 
Tender. After three successful rounds the train 
has outraced the submarine. Failure means the 
dreamer is exhausted and can shovel no more. 
Two or more stokers can share the load and do 
not need to make these Constitution rolls. 


HOW TO STOP THE DEAD 


If the dreamers throw Karakov into the abyss or 
hand him over to the Dead, he vanishes into the 
darkness and the Dead cease their attack. 

If Karakov succeeds in removing the trunk, 
he falls into the Gulf with it, and is gone from 
the Dreamlands. The Dead vanish, but so has 
Karakov's conscience. 

How have the dreamers appealed to Karakov? 
These are his fears. He alone can defeat them: 


> They can use Psychoanalysis to assist 
him to articulate and confront his 
fears. If they succeed, the First Wave 
15 reduced to phantoms, frightening 
but with no power to harm. 


> They сап use Persuade to debate his 
arms deals and convince him of the error 
of his ways. If they succeed, the Second 
Wave is reduced to phantoms, frightening 
but with no power to cause harm. 


> Ifboth rolls are successful, the submarine 
too becomes a shadow with no ability 
to cause harm. Karakov genuinely 
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believes the dreamer has saved his soul. 
He joins the dreamers in their fight. His 
character has not changed; he is still a 
calculating opportunist, but he is now 
a grateful calculating opportunist. A 
successful attack by Karakov distracts 
one shantak for one round. 


IS HENRI KILLED? 


If Henri is killed his train starts to unravel. 
The ivory palaces slowly dissolve. The beasts 
lose speed and purpose and they break apart. 
Some wander off-track to terrible places rightly 
forgotten. Dreamers still on board can guide 
the Engine to the far side of the Gulf (and the 
Waking World) using its blowholes as per the 
Dreamlands Express description. 


The Эг and Ihe 
(rone 


The Sorcerer arrives at the start of Round 11. 
He leads 6 shantaks. The Sorcerer will not di- 
rectly physically attack Henri or the passengers, 
except the Crone, for fear of provoking the God 
of the abyss. 

The Sorcerer mesmerizes dreamers, one 
dreamer at a time (opposed Power rolls to 
resist). 

The shantaks ignore human dreamers. In- 
stead they try to reach the carriage the Crone is 
in and tear the beast tentacles apart, opposing 
the combined STR of two shantaks against the 
tentacle STR of 330. 

Assault by a nightgaunt, dreamer, or ally 
distracts a shantak from their assault on the 
train for one round. However even a success- 
ful attack (Tickle or Grapple) by a nightgaunt 
cannot immobilize such a large creature. 

The carriage beasts do not have blowholes 
by which they can be guided (see Engine sec- 
tion of the Dreamlands Express description). 
However enterprising dreamers can cut a hole 
in the beast's hide using Medicine, and guide 
the beast back to the train. They can also aban- 
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don a drifting carriage and return to the others 
if they can hail a passing nightgaunt. 

The Sorcerer's attack on the train infuriates 
Nodens. He sends six nightgaunts up from the 
depths. The nightgaunts rescue anyone falling, 
and obey any simple command. 


МАрАМЕ Brusa 


Madame Bruja hides in the train until a female 
dreamer or Zsusza is attacked. Then she reveals 
herself by climbing to the roof of her carriage. 

“Leave her alone! This is what you seek!” 
she cries, holding up the valise. The Sorcerer 
rushes Madame Bruja and seizes the valise from 
her hand. He tears it open and finds it empty. 

Madame Bruja laughs outlandishly. She 
turns into the Crone. She rises into the air 
above the train. Still laughing she tears apart 
her own ribs. Within her charred carcass the 
Lovers' Heart throbs and burns. All the dream- 
ers who witness this must make a Sanity roll 
(0/1D4 Sanity points). 

The Sorcerer screams and shields his red 
eyes as crimson rays from the Lovers’ Heart 
sear his flesh. Smoke rises from him. The Crone 
rips the Lovers’ Heart from her chest and hurls 
it. The Sorcerer makes a late grab for the stone, 
and knocks her hand aside. The Lovers’ Heart 
bounces across the train and lands, winking and 
malevolent, at the feet of the nearest dreamer. 


THE LOVERS’ HEART 


The Sorcerer seeks the stone while the Crone 
fights to prevent him. In the darkness of the 
abyss if the dreamers hold the Lovers’ Heart 
high, they can burn the Sorcerer to ash. The 
rays of the Lovers’ Heart burn Madame Bruja 
as well although she continues to defend her fe- 
male friends until the end. 

When the Sorcerer dies, his shantaks break 
off the attack and flap heavily back into the abyss. 

If Madame Bruja survives this fight, she 
gloats over the Sorcerer’s demise. Then she 
thanks the dreamers with terrible grace and al- 
lows herself to drop. “Death is stronger than 
Ше,” she cries as she falls, “Hate is stronger than 
love.” Then she is gone for good. 
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The Lovers' Heart 


This blood red and blazing stone may have a super- 
ficial look of two hearts joined together, but suc- 
cessful Cthulhu Mythos roll identifies it as an as- 
pect of the three-lobed burning eye of the Haunter 
of the Dark. 


Any dreamer who touches the stone with their bare 
flesh is consumed with anger and spite. Everyone 
hates them, and they will misinterpret even the 
most banal remark. They must oppose POW 100 
to overcome this hate. The feeling stops as soon as 
they let go of the stone. 


The Lovers Heart glows brighter and becomes 
more powerful the darker its surroundings be- 
come. Weirdly, although it glows it sheds no light. 
It is inert in normal daylight and shines strongest 
in the utter dark. 


The Lovers' Heart must be held by a living wielder 
for its full power to take effect. If wielded in utter 
darkness or in the gulf of space, the stone burns 
the undead at a rate of 1010 a round, ignoring all 
armor or spells. Its unshielded glare causes the un- 
dead to first smoke, then burst into flames. If any 
hint of light remains it burns at 1D4 a round. In 
normal daylight it causes no damage at all. 


This attack costs the wielder 5 POW and 1D3 San- 
ity each round it is brandished. If POW is lost in 
this way, the investigator lets hate into their heart, 
permanently becoming less tolerant and more 
prone to anger. 
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Journeys End 


If the dreamers stay on the train until the end, 
the beasts land in utter darkness on the far side of 
the Gulf of Nodens with an almighty thump that 
jolts the dreamers awake. The beasts themselves 
reverse and vault back for the return journey. 

If dreamers fall off or jump from the train 
they drop through rushing nightmare. They 
plunge through the depths of nightmare, 
through endless voids of sentient blackness. 
Eons reel, universes die and are born again, stars 
become nebulae and nebulae become stars, and 
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still the dreamers fall. Then in the slow creeping 
course of eternity the utmost cycle of the cosmos 
churns itself into another futile completion and 
all things become again as they were uncounted 
eons before. 

Stars swell to dawn, and dawn bursts into 
fountains of gold, carmine, and purple. The 
dreamers awake in their own beds. The cry of the 
Crone still rings in their ears. “Death is stronger 
than Ше, and hate is stronger than death.” Was 
she right? Only by living their lives in defiance of 
her doom-laden cry can they tell. 

Dreamers gain 1D6 Sanity points for saving 
the train and 104 Sanity points for saving Henri. 

The investigator who brandished the Lov- 
ers Heart wakes holding it. The investigator is 
filled with a bottomless hate that does not end 
until he or she lets go of it. Nyarlathotep will not 
take kindly to the investigators using the Lov- 
ers’ Heart. 

(Keepers may choose to reduce the dam- 
age the artifact causes to undead in the Waking 
World, or may decide that the Lovers' Heart only 
burns the Sorcerer, the enemy for whom it was 
created.) 


WHAT OF THE OTHERS? 


Guillaume's waking body is long dead, but his 
battle with his baser instincts has triumphed. 
He is human, but dead. 

The dreamers learn of Karakov's fate via 
newspaper reports in the next few days. If Kara- 
kov has not expressed remorse he is found dead 
in his Monte Carlo villa. His heart has failed. 
If the dreamers succeed in persuading him of 
the error of his ways, Karakov returns to the 
Waking World determined to make amends. He 
still dies in the next few days, but not before he 
makes a will in which he devotes his fortune to 
charitable works (See Dreamlands Handout 
#4). Dreamers who aided him in this change of 
heart gain 1D4 Sanity points. 

If Zsusza is lost, then a few days later a 
small newspaper report notes the sordid tale of 
a "dancer" found dead of an overdose in Con- 
stantinople. However, if given fresh faith she 
makes a success of her season and goes on to 
sell-out shows throughout the Balkans. She 
emigrates to America, joins the Ziegfeld Fol- 
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Death Of An Arms 


Dealer. 
Dazzling Bequest To Charity. 


Puzzling Last Words Of 
Millionaire. 


It is this paper's sad duty to report that 
the millionaire M. Karakov died in his 
Monte Carlo villa the day before yesterday. 
Doctors said that his heart had been failing 
for some time and finally gave way. M. 
Karakov made his money in munitions sales. 
He was reputed to secretly control a vast 
web of subsidiary companies, so that many 
countries in thinking they were selecting 
between rivals were in fact choosing between 
two companies controlled by M. Karakov 
himself. Such was his wealth that he was 
reputed to have gained one pound for every 
soldier killed in the Great War. 

On his death bed M. Karakov changed 
his will, bequeathing his millions to charity. 
When asked why he had changed his mind 
the dying man replied; “it was all thanks to 
my friends on the train.” His heirs plan to 
challenge the new will on the grounds of 
insanity. 


lies, and becomes a motion picture star. She re- 
members the dreamers with great fondness as 
people she met “on the train”. 

Meanwhile unnoticed and unremarked a 
stout Scottish chap retires to Inverness, with 
reams of blank paper and a fresh batch of 
sharpened pencils. If the dreamers managed 
to get rid of his briefcase he may even one day 
write a good poem. 

Last, cats in the Waking World are not as 
intelligent as Dreamland cats, but the dream- 
ers have helped the cats of Ulthar. The cats of 
Earth remember this, and assist them in any 
small way a cat can. 
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Statisties 


PASSENGERS 


MR. “MAC” MACKENZIE, Age 65, 
Scottish Diplomat and Aspiring Poet 


STR 80 CON 65 
POW70  DEX55 
Sanity 64 Build: 1 


SIZ 75 INT 60 
APP 60 EDU75 
Move:5 НР: 14 


Damage Bonus: +104 
5096 (25/10), damage 1D3 + 104 
Briefcase 50% (25/10), damage 1D4 + 104 


Garrote (Briefcase chain) 50% (25/10), victim must 
roll CON or begin to choke 
1D4 per round. Opposed 
STR roll to shake Mac off. 


Skills: Art (Poetry) 596, Dream Lore 1396, Dreaming 
18%, Persuade 65%, Sleight of Hand 50%. 


Languages: English (own) 7596, French 5596, German 
4096. 


Brawl 


КАКАКОУ, Age 53, Amoral Arms Dealer 


STR 60 СОМ 45 651770 INT 90 
POW80  DEX50 АРР85 EDU O90 
Sanity 43 Build:1  Move:5 HP:11 


Damage Bonus: +1D4 
Cutlass 65% (32/13), damage 1D6 + 1D4 
Dodge 50% (25/10) 


Skills: Accounting 85%, Credit Rating 80%, Dream Lore 
11%, Dreaming 17%, Fast Talk 90%, Persuade 70%, 
Stealth 40%, Spot Hidden 70%. 


Languages: English 90%, French 55%, German 60%, 
Russian (own) 70%. 


MADAME BRUJA, Human Dream Form 


STR75 СОМ 100 SIZ70 INT 125 
POW 100 DEX80 APP65 EDU 80 
SanityO  Build:1 Моуе:6 НР: 20 


Damage Bonus: +104 

Magic Points: 20 

Valise 5096 (25/10), damage 1D4 + 104 
Dodge 25% (25/10) 


Skills: Cthulhu Mythos 3396, Dream Lore 4296, Dream- 
ing 47%, History 3096, Keep Hold of Valise 95%, 
Persuade 50%. 
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Spells: Dread Curse of Azathoth. 


Sanity Loss: It costs no Sanity points to see Madame 
Bruja in her dream form. 


MADAME BRUJA, Crone Form 


In Crone form, Madame Bruja looks like a charred corpse 
with a wild mane of silvery hair showing patches of bald 
pate bare to the skull. 


STR100 СОМ 100 SIZ100 ІМТ 125 
POW 100 DEX50 АРР10 EDU 80 
SanityO  Build:il  Move:6 НР: 20 


Damage Bonus: +106 

Magic Points: 20 

Ribcage Grapple 85% (42/17), throttles for 104 dam- 

age per round. Opposed STR rolls to 
escape. 

Dodge 2596 (25/10) 

Armor: All weapons do minimum damage; once her hit 
points are reduced to zero she is dismembered but 
she is still alive. She can only be truly killed by being 
burned to ash. 

Spells: Dread Curse of Azathoth. 


Sanity Loss: 0/1D4 Sanity points to see Madame Bruja's 
crone form. 


ZSUSZA, Age 21, Dancer 


STR 45 CON 60  SIZ45 
POW45  DEX80  APP75 
Sanity 65  Build:0 Мохе: 8 


INT 65 
EDU 60 
HP: 11 


Damage Bonus: 0 
High Kick 50% (25/10), damage 106 
Dancer Statuette 50% (22/9), damage 104 


Skills: Art (Dance) 9096, Art (Sing) 9096, Bargain 5596, 
Climb 5096, Dodge 5096, Dream Lore 2596, Dream- 
ing 2596, Jump 50%, Swim 5096. 


THE GHOUL 

THAT WAS GUILLAUME, Age 214, Ghoul 
STR 85 CONS85  SIZ60 INT 70 

POW75  DEX75 

Build: 1 Move:9 НР: 14 


Damage Bonus: +104 
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ATTACKS 

Attacks per round: 3 

Fighting attacks: Guillaume's claws are razor-sharp and 
filthy; these bony protrusions slice through human flesh 


in an instant. Wounds caused may become diseased if 
not treated. 


Bite and hold (fighting maneuver): If a ghoul’s bite 
strikes home it hangs on instead of using claw attacks 
and worries the victim with its fangs, continuing to do 
104 damage automatically per round. An opposed STR 
roll is required to dislodge the ghoul, breaking the hold 
and ending the bite damage. 

Fighting 4096 (20/8), damage 106 + 1D4 
Bite and Hold damage 1104 per round 

Dodge 40% (20/8) 


Armor: Projectiles and firearms do half rolled damage; 
round down any fraction 


Skills: Burrow 7596, Climb 8596, Jump 75%, Listen 
7096, Scent 65%, Stealth 70%, Spot Hidden 50%. 


Languages: French (own) 5096, Ghoul (own) 5096. 


Sanity Loss: 0/1D6 Sanity points to see the Ghoul that 
was Guillaume. 


THE MADMAN, Age 34, Lost Dreamer 


STR 80 СОМ50 651765 INT 60 
POW50  DEX70 АРРЗ0 EDU55 
Sanity 13 Build:1 | Move: HP: 11 


Damage Bonus: +104 

Claw 45% (22/9), damage 1D4 + 1D4 
Bite 4596 (22/9), damage 1D3 + 104 
Dodge 40% (20/8) 


Skills: Cthulhu Mythos 4296, Dream Lore 5796, Dream- 
ing 2996, Gabble Meaninglessly 8896. 


MIRONIM-MER, Age 9,280, Wanderer 


(Human Dream Form) 


STR 50 CON60 517 80 INT 80 
POW 150 DEX100 АРР 85 Ер 99+ 
Sanity n/a Build:1 Моуе:8 НР: 14 


Damage Bonus: +104 


Whitewood Knife 88% (44/17), damage 1D444 + 
1D4 

Sling 9996 (49/19), damage 1D8 

Dodge 7096 (35/14) 


Skills: Art (Sing) 9096, Art (Storytelling) 10096, Climb 
85%, Dream Lore 92%, Jump 74%, Listen 54%, 
Navigate 9096, Pilot (Boat) 10096, Science (Astron- 
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omy) 8496, Spot Hidden 8896, Stealth 8596, Swim 
100%, Throw 55%. 


Spells: He cannot cast spells when under the Sorcerer’s 
command. 


MIRONIM-MER, Age 9280, Wanderer 
(True Alien Form) 


In his true form Mironim-Mer has four twisted legs, the 
first pair of which end in barbed claw-hooks. The head 
ends in a gaping mouth surrounded by a beard of ten- 
drils and the body is a hard carapace, brown and rugose. 


STR 70 CON 60 651780 INT 80 
РОМ 150 DEX75 АРР15 EDU 99+ 
Sanity п/а Build:1 Моуе:8 НР: 14 


Damage Bonus: +1D4 

Claw 55% (27/11), damage 1D6 + 1D4 
Tentacles* 40% (20/8), damage 103 + draining 

* Leech-like tentacles around its mouth hold prey while its 
jaws leech 5 STR per round. Mironim-Mer will not use this 
attack on dreamers. 

Armor: 5-point crustacean hide 


Spells: He cannot cast spells when under the Sorcerer’s 
command. 


Sanity Loss: 0/1D6 to see Mironim-Mer in his true 
form. 


CATs 


BLACKJACK, Carefree Black Kitten 


STR 10 CON 15 5175 INT 40 
POW 50 РЕХ 100 
Build: -2 Move: 10 НР:2 


Damage Bonus: -2 
ATTACKS 


Blackjack has no meaningful attacks. 


Skills: Frolic 90%, Gambol 90%, Leap 90%, Look Ador- 
able 100%. 
Armor: None 


Sanity Loss: it costs no Sanity points to see a kitten. 


SOPHIE, Blackjack’s Mother 


STR 15 СОМ 35 SIZ5 INT 65 
РОМУ 75  DEXI50 
Build: -2 Move: 10 НР: 4 


Damage Bonus: -2 
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ATTACKS 
Attacks per round: 3 


A cat can attack three times in a round with claws and 
bite. If both claws hit, it will hang on and continue to 
bite, and rip with the hind legs from then on. 


BEINGS OF IB, Diplomatic Delegation 


[Jone [ive [Thee [юш [8e T | 
сох | s |е fs ГЕНГЕ 


Bite 4096 (20/8), damage 1D4-2 SIZ |70 |60 [75 fos fos [75 | 
Claw 4096 (20/8), damage 1D3-2 INT о [ж [75 |6 |6 |5 | 
Rip 80% (40/16), damage 2D3-2 ром |75 [oo |5 |9 |5 [4 | 


Armor: None 
Spells: able to leap through space to other worlds 


Sanity Loss: it costs no Sanity points to see a cat. 


Пірі ОМАТ5 


SARNATHIANS, Diplomatic Delegation 


All Sarnathians in the delegation are handsome, graceful 
smart, amoral and witty. They are prepared to do what- 
ever it takes to wriggle out of making an agreement with 
the Beings of Ib, preferably while keeping King Kuranes 
on-side. 


Build: 0 


Move: 7/8 Swimming 
Damage Bonus: 0 


Ave. Magic Points: 11 


ATTACKS 
Attacks per round: 2 


Beings of Ib may strike twice with their flabby paws. 


Paw 4096 (20/8), damage 1D4 


Armor: None 

Spells: Any Being of Ib with POW of 70 or more knows 
1D6 spells, always including Contact Bokrug. 

Sanity Loss: 0/1D6 Sanity points to see a Being of Ib. 


SQUEAKER, Speaker for the Beings if Ib 


The Beings of Ib are speechless. One at a time may speak 
through their Squeaker, a nauseating doll-like fungoid 
creature. If squeezed flabbily, Squeaker announces what 
its holder wishes to say. It is mindless and has no speech 
or will of its own. If a Sarnathian touches it, it pronounc- 
es one word: DOOM. 


STR 10 CON 10 5175 INT 5 
Move: 8 POW 25 DEX 20 
Damage Bonus: +1D4 Meets ЫБ 
Brawl 50% (25/10), damage 1D3 + 1D4 ATTACKS 
Short Sword 50% (25/10), damage 1D6 + 1D4 None. 


Dodge 50% (25/10) 


Skills: Art (Dance) 70%, Art (Sing) 75%, Charm 50%, 
Dream Lore 40%, History 50%, Persuade 55%, 
Stealth 45%. 
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Armor: None 


Sanity Loss: It costs no Sanity points to see the Squeaker. 


KING KURANE’S GUARDIANS 


King Kuranes has travelled to Sona-Nyl to meet the del- 
egations, and returns with the train to Serannian, where 
he rules half the year. While on the train he is attended 
by two of his most loyal knights who will unhesitatingly 
sacrifice themselves for him. 
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HARAGRIM, Senior Knight of Celephais 


STR 70 СОМ70 51770 INT 60 
РОМ 65  DEX55  APP65 EDU 45 
Sanity 70 Build:1 Моуе:8 НР: 14 


Damage Bonus: +1D4 


85% (42/17), damage 1D10 + 3D6 (if 
mounted) 


Knightly Sword 73% (36/14), damage 1D10 + 1D4 


Haragrim’s sword is of magic metal as transparent as 
crystal, and may not be drawn by a coward. 


Lance 


Armor: 9-point polished plate and padding. 


Skills: First Aid 45%, Ride 87%, Throw 48%, Track 
61%. 


NADAMENS, Senior Knight of Serannian 


STR 85 CON 60 651780 J INT 50 
POW50 DEX60 APP75 EDU 35 
Sanity 75 Build:2 Моуе:8 HP: 14 


Lance 75% (37/15), damage 1D10 + 3D6 (if 
mounted) 
Heavy Mace 80% (40/16), damage 1D10 + 1D4 


Nadamens' Mace is of purest adamantine, and will turn 
the crimson color of blood in the presence of a traitor. 


Armor: 9-point polished plate and padding. 


Skills: Art (Lute) 56%, Art (Love) 46%, Oratory 70%, 
Ride 87%, Track 65%. 


STAFF 


HENRI PEETERS, Age 37, 


Dream Conducteur 


STR 50 CON 60 
POW 125 DEX 80 
Sanity 55 Build: 0 


SIZ 70 INT 75 
APP 25 EDU75 
Move: 8 HP: 13 


Damage Bonus: 0 


Command Tentacles 100% (50/20), target immobi- 


lized 
Dodge 40% (20/8) 
Henri can command the dream-beast tentacles. Tentacles 
can attack 1D10 people per round, and may be dodged. Tar- 
gets are immobilized. Once held, a captive can escape by op- 
posing STR 65. If tentacles throw someone from the train, 
they take 2D6 damage, halved if they make a Jump roll. 


Skills: Accounting 65%, Art (Hospitality) 90%, Charm 
70%, Credit Rating 75%, Dream Lore 41%, Dream- 
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ing 53%, First Aid 70%, Mechanical Repair 70%, 
Medicine 35%, Psychology 90%, Stealth 45%, Spot 
Hidden 90%. 


Languages: Cat 60%, English 50%, French (own) 75%, 
German 40%, Ghoul 30%. 


NIGHTGAUNTS, 
Stalwart Stokers and Rubbery Rescuers 


Shocking and uncouth black things with 
smooth, oily, whale-like surfaces, unpleas- 
ant horns...bat wings whose beating made no 
sound...and barbed tails...they never spoke or 
laughed, and never smiled, 
because they had no faces... 
—H.P. Lovecraft, The Dream-Quest of 
Unknown Kadath 


[Jone [ive [three [Foor [roe [sm 
Em [e [e [e [e fso |а 
сом [s [б ss s [5 [oo 
sz [m је [os |е [о [os 


Pow [s [oo e s e |9” 
Dex је [ш m 5 је |8” 


Build: 0 
Move: 6/12 flying 


Damage Bonus: 0 


ATTACKS 

Attacks per round: 1 

Fighting attacks: They attack with their paws, tail, 
horns or limbs. 

Tickle: Nightgaunts may only tickle foes who have 
already been seized. The target becomes bewildered, 
humiliated and disoriented, suffering a penalty die 
on all rolls for 1Р4 rounds or until the tickling stops. 


Fighting 4596 (22/9), damage 1D4 

Seize victim is held fast for Tickle or 

(fighting maneuver) further attacks 

Tickle 35% (17/7), immobilized 1D6+1 
rounds (target must already be 
seized) 

Dodge 35% (Hard 17; Extreme 7) 


Armor: 2-point hide. 
Skills: Stoke 10096, Stealth 9096. 
Sanity Loss: 0/1D6 Sanity points to see a nightgaunt. 
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ENEMIES 


TRENCH RATS, Leprous Horde 


This pack of bloated and nauseous rats erupt from Kara- 
kov’s trunk in the Baggage Van. 


STR 45 CON 70 SIZ 50 INT 15 
POW 50 DEX75 
Build: 0 Моуе: 9 HP:12 


Damage Bonus: 0 


ATTACKS 
Attacks per round: 1. 


Fighting attacks: Trench Rats attack with teeth and 
claws. 


Overwhelm (fighting maneuver): As a pack they may 
assault and overwhelm an individual using the Fighting 
maneuver rules, because of their numbers they gain one 
bonus die on the attack. 


Fighting 50% (25/10), damage 103 
Overwhelm damage 2D6 

(fighting maneuver) 

Dodge 40% (20/8) 


Armor: None, but each successful attack only kills one 
rat (inflicts 1 point of damage to the pack). 


Skills: Jump 9096, Swim 9096 
Sanity Loss: 0/1 SAN to see this horde attack. 


THE SORCERER, Eldritch Undead Horror 


The Sorcerer is a blackened undead corpse with glowing 
red eyes. His skull and bones show through the rents in 
his mummified and charred flesh. 


STR 100 
POW 90 


CON 100 SIZ 100 
DEX50  HP:20 


INT 25 


Damage Bonus: +106 

Magic Points: 90 

Hypnotize Opposed POW roll to bring victim 

under the Sorcerer's control. Victim may 

attempt to free themselves each round. 

Sorcerer can sacrifice 5 POW to make 

permanent. 

Claws 7096 (35/14), damage 1D4 + 1D6 

Dodge 25% (12/5) 

Skills: Lust After Lovers' Heart 10096, Occult 9996, Spot 
Hidden 70%. 

Armor: All weapons do minimum damage. Once his 
hit points are reduced to zero he is dismembered 
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but still alive. He can only be truly killed by being 
burned to cinders or with the Lovers' Heart. 


Spells: Melt Flesh, Mindblast, Summon Shantak, Wrack; 
others at keeper's option. 


Sanity Loss: 0/1D4 Sanity points to see the Sorcerer. 


SHANTAKS 


>> 


ot any birds or bats known elsewhere on 
earth....for they were larger than elephants 
and had heads like a horses' ...the Shantak- 
bird has scales instead of feathers and those 
scales are very slippery..." 


--Н.Р. Lovecraft, “The Dream-Quest of 
Unknown Kadath” 


[Jone Tres Tree [oor [roe [ss | 
сох [os e [m [os је [oo 


pow [s [s [so [eo fas fso — 
Грех [so so [ss [eo fas 9 — 


Build: +5 

Move: 6/18 flying 

Damage Bonus: +406 

ATTACKS 

Attacks per round: 1 

Fighting attacks: These great monsters may strike with 


limbs or bite at an opponent. 


Bite and Hold 
(fighting maneuver): 


Use a bite attack to grab hold 
of their prey. 


Fighting 45% (22/9), damage 106 + 
damage bonus 

Bite and hold Damage 2D6 + 2 + held for 
1D6 damage per round 

Dodge 2596 (12/5) 


Armor: 9-point hide 
Sanity Loss: 0/1D6 Sanity points to see a shantak. 


CREDITS 


Mironim-Mer, and the strange lifespan of the Sarrubians, 
was created by Phil Frances in “Lemon Sails”. Sandy Pe- 
tersen created Haragrim, Knight of Celephais, in “Cap- 
tives of Two Worlds". Both scenarios were published in 


the Н.Р. Lovecraft's Dreamlands supplement. 
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LAUSANNE 1923 
Nocturne 


Shadowed by death, our heroes travel in comfort to Lausanne, 
and there meet several interesting characters, acquire a scroll, 
and have a very bad dream. 


by Nick Hagger 


EDGAR WELLINGTON’S LETTER to the A\RRIVAL 
Loriens should have intrigued the players. Who 
is Wellington? What is the scroll he says he 
owns? Does it have to do with the scrolls Pro- 


The Orient Express pulls into Lausanne at 6:45 
A.M., and departs soon after that in a whirl of 
smoke and steam, leaving the investigators in a 
fessor Smith mentioned? What does Wellington vague group, bleary after the party a few hours 
know about the Sedefkar Simulacrum? before. 


DUE I EI TELE 


6.2 


© а^ S жы. 
There is nothing but quiet on the Rue St. Etienne, 
buta warm light shines suggestively behind the second floor windows. 
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An open cafe beckons nearby; as the inves- 
tigators settle-in with croissants, coffee, and 
warm milk sprinkled with chocolate, perhaps 
they scan the newspapers and study the scene 
beyond the windows. 

The rising sun struggles to pierce the dense 
blanket of mist shrouding everything. The at- 
mosphere is daunting, alienating. The investi- 
gators, finishing their breakfast, momentarily 
feel very much alone and out of place. As they 
step outside, a sleepy-eyed porter, Jean-Claude, 
appears. In the warmth of his office, he can 
advise them about hotels, transport, and oth- 
er useful things. Investigators may refer to the 
Traveler's Companion for recommended hotels. 

The day is far too early to go calling, and the 
air too murky to do profitable sightseeing. Pre- 
sumably the investigators hire a cab, find a de- 
cent hotel, check in, and catch up on their sleep. 


ЗЗАМАМАМАМАМАМАМАМАМАМАМИАМАМАМА 
Events in Lausanne in 1923 


The Conference of Lausanne is currently being 
held in Lausanne, attended by representatives 
from Turkey, Britain, Italy and France. Its pur- 
pose and eventual outcome is the Treaty of Laus- 
anne, which will, in effect, establish the Republic 
of Turkey, and write finis to the Ottoman Empire. 
The path to diplomacy is a rocky one; the confer- 
ence begins in November 1922 but is abandoned 
on 4 February 1923 when the parties fail to reach 
agreement. It is reconvened in April, and the 
treaty is finally signed on 24 July 1923 by Lord 
Curzon and Benito Mussolini at the Beau-Rivage 
Palace hotel. 


What this means for the keeper is that there are 
many Turkish diplomats in Lausanne in early 
1923, particularly at the luxurious Beau-Rivage 
Palace which is where the investigators may also 
be staying. They may harbor untoward suspicions 
of these innocent men. 
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Lausanne 


The small city of Lausanne is located in the 
French-speaking area of Switzerland. Many of the 
70,000 inhabitants also speak German. For rea- 
sons of beauty, climate, and hospitality, Lausanne 
has drawn foreign settlers for more than a cen- 
tury: currently more than one in seven residents 
are not Swiss. The town is built upon hills that de- 
scend to the shore of Lake Geneva (Lac Leman), 
making the majority of the streets fairly steep. 
Horse-drawn cabs can be hailed from the station 
and a tram line runs through the city. In keeping 
with the feel of the scenario, a lone voice calls out 
hourly from the cathedral, between 8 P.M. and 2 
A.M. each night. 


МАМАМАМАМАМАМАМАМАМАМАМАМИАМАМА 


| пе St. ІШІПТІ 


Should the investigators choose to seek ош 
Worthington, they may recall from his letter the 
address No. 50 Rue St. Etienne, which is found 
on a cobblestone street, a quiet corner in a plac- 
id town. A weathered sign marks the building. 


Wellington Fils 
Taxidermie 
50, Rue St. Etienne 


The shop window is dark and lacking a display. 
Heavy crimson curtains prevent any view of the 
interior, and similar curtains cover the window 
in the door. A small sign in several languages 
dedares that the shop is open, but the door is 
locked. 

The investigators may choose to observe 
the shop. A nearby cafe provides a useful van- 
tage point. The investigators may now choose 
their approach: to visit the shop and meet the 
Wellingtons, or to stake out the premises with 
an eye to breaking in. 
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Edgar Wellington has never really returned from the trenches. 
Only morphine can silence the roar of artillery that rattles in 
his head. 


BREAKING IN 


Refer to the nearby room-by-room description 
of the shop should the investigators choose to 
break in. 

The back door opens onto a small yard with 
an incinerator. A Climb roll negotiates the back 
fence, or Locksmith unlocks the back gate. Both 
front and back doors are locked overnight, or 
whenever Edgar is out. 

The Wellington Bros. remain at home at 
most times. Edgar ventures out for cigarettes 
occasionally, but is never gone for long. Wil- 
liam rarely leaves home at all. The brothers 
work downstairs during the day, and spend 
their evenings upstairs. 

The investigators might try to lure the 
brothers out. Edgar will respond to any invita- 
tion which seems to be to his advantage, but he 
leaves William at home. 

The investigators will find it easy to search 
downstairs while the brothers are upstairs or 
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МАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАМАХ 
The Taxidermist Shop 


GROUND FLOOR 


Shop Front: This front room contains a shop 
counter and numerous examples of the brothers' 
taxidermy work. Glass eyes stare at the investiga- 
tors from dozens of stiffly-posed animals. A large 
fireplace keeps the room warm. 


Store Room: The store room contains barrels of 
sawdust, jars of chemicals, and sundry tools. It is 
messy and disorganized. A large poorly-stuffed 
bear is crammed in here, awaiting repairs. It is 
posed so as to make those opening the door fear 
momentarily that it is lunging at them. 


Study: This contains a desk and chair, and records 
pertaining to the business. While the business is 
just breaking even, Accounting rolls note that 
money is being regularly taken out of the shop 
accounts, with no receipts given. The brothers are 
nearly bankrupt. 


Work Room: This large room has a work table for 
skinning and dressing animals. Tools and knives 
are pegged to the walls, and there are shelves and 
bins with wire for armature and boxes of glass 
eyes. Below are sacks of plaster and wood fiber. 
The back door opens to a small yard with an in- 
cinerator. 


UPPER FLOOR 


Kitchen / Dining Room: This crowded room has 
a kitchen table and six chairs. Four of the chairs 
are piled with books, and are quickly cleared for 
visitors. 


William's Bedroom: This plain bedroom has a 
bed and a bookshelf with a selection of well-read 
classics. 


Edgar's Bedroom: This narrow bedroom has a 
writing desk with a diary (summarized in Laus- 
anne Handout £1 on page 193, although keepers 
may need to remove the last entry if the inves- 
tigators have not yet bargained for the scroll). A 
drawer in a side table contains a syringe and a 
bottle of morphine, as well as a green bottle of 
unknown liquid. These contents are described in 
the section Investigating the Clues. (Should the 
investigators steal Edgar's supplies, he will pro- 
cure more.) 
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If they have already contacted him, he is 
quite excited by their arrival, and makes hurried 
introductions, again inviting them upstairs. Ei- 
ther way he pumps them for information about 
England and their travels, all the while being a 
very generous host. 

His generosity is amplified if any of the 
investigators can receive a successful Credit 
Rating roll, or if any wear obviously valuable 
jewelry or well-tailored clothing, since Wel- 
lington needs money and hopes to defraud 
these visitors. 


OO, RUE 


ST. ETiENNE 


WORKROOM 


EDGAR'S 
BEDROOM 


BATHROOM 5 < EDGAR WELLINGTON 
к? 298 Edgar is only thirty-five, but appears to be in 
WILLIAMS | Y zx his fifties. Little hair remains on his head, and 
BEDROOM |2 i Nr SO ла 
мо dark circles ring his eyes, giving him a haunted 


| 
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asleep. Stealth is required to search Edgar's 
room while William is at home. 

The remainder of the scenario assumes a 
sequence whereby the investigators meet open- 
ly with the Wellingtons, but keepers should be 
able to use the notes above and the room de- 
scriptions to describe other situations. 


VISITING THE SHOP 


Ringing the bell during business hours soon 
brings Edgar Wellington in response. Enter- 
ing, the investigators step into another world. A 
blazing fire keeps the room uncomfortably hot. 
Animals of every description pose in surreal, 
conflicting tableaux. Large vases overflow with 
dried lavender and other aromatic flowers, but 
beneath these rich, heady scents are more dis- 
turbing odors of decaying flesh, damp fur, and 
formaldehyde. 

Unless the investigators have planned 
ahead and have written or sent a telegram to 
Edgar, explaining their purpose, he presumes 
they are customers. If they speak English, he 
warms to them in any case, and invites them 
upstairs for tea. 
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look. He is a chain smoker, never seen without 
a Gitanes cigarette in his mouth. There is some- 
thing about his movements that speaks of bul- 
lying, but the man is perfectly polite and, in his 
way, shy. 

Wellington served in the Great War, and 
was emotionally destroyed by the butchery he 
witnessed. Returning to England, he found life 
at home impossible. His friends were dead, and 
his family (with the exception of his brother, 
William) could not understand the returned 
soldier’s pain. He left with his invalid brother 
and their savings, and found sanctuary in neu- 
tral Switzerland. By this time he had developed 
a mild dependence on morphine, to ease his in- 
somnia. 

They settled in Lausanne, for its mix of 
smallness and cosmopolitan life. The presence 
of a reputable sanitarium gives him hope of 
remedying his brother’s condition. He and his 
brother established a taxidermy shop for addi- 
tional income, but each receives several hun- 
dred pounds a year from the family, remitted by 
a London solicitor. Edgar’s addiction to mor- 
phine has lately intensified. 


EDGAR WELLINGTON’S HOBBY 


Though he will not reveal the extent of his 
knowledge to the investigators, he has an in- 
tense interest in the occult. In Lausanne, he met 
the Duc des Esseintes, who has supplied him 
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not only morphine but a drug which cures Ed- 
gar's sleeplessness and frees him to wander in 
Dream Lausanne. 


WILLIAM WELLINGTON 


The war unbalanced Edgar and burdened Wil- 
liam, his brother, with permanent physical inju- 
ries. Head wounds left him mute, and paralyzed 
the muscles in his eyes so that now he can only 
stare straight ahead; he must move his head to 
focus on something moving, rather like a pan- 
ning camera. Several metal plates which replace 
portions of his skull were surgically inserted 
under difficult conditions, and now distort the 
shape of his head. 

William’s injuries and low sanity have left 
him docile and unemotional. He goes through 
the motions of life mechanically, and appears 
content to do so. He is not meant to be a major 
player in this vignette; he should be used to un- 
settle and disturb the players. Keepers of ghoul- 
ish bent might have William always wear a hat, 
to hide his scars. That should intrigue any in- 
vestigator who notices the alien shape of Wil- 
liam’s head. 


TAKING ‘TEA 


After some small-talk, the investigators may 
broach the subject of the Sedefkar Simula- 
crum, or the scroll about which Edgar wrote to 
the Loriens. Before Edgar can reply, the door to 
the parlor opens and in walks Edgar’s brother, 
William. 

William nods to the guests as Edgar intro- 
duces them. Edgar appends the introductions 
by explaining that William’s war injuries have 
left him mute. William then serves himself a 
cup of tea and sits down at the table, staring 
at the investigator who was previously talking. 
This is his way of saying “Please continue.” Wil- 
liam keeps staring throughout the conversa- 
tion, hopefully upsetting the investigators. 

On the subject of the scroll, Edgar Welling- 
ton listens intently to whatever the investigators 
have to say. He says that he has not been unable 
to uncover much, though a successful Psychol- 
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ogy roll suggests that Wellington knows more 
than he admits. 


> He acquired the scroll during the war, 
trading it from a Frenchman in exchange 
for rations and cigarettes. The owner 
was named Raoul Malon, who said only 
that it had been in his family for some 
time. (Raoul was a descendant of Louis 
Malon, the captain in charge of the raid 
on Comte Fenalik's mansion in 1789.) 


> Тһе scroll is a confusing mixture of 
Turkish words written in Arabic letters, 
and he has been able to translate little of 
it. (This is not true; he has a complete 
translation, though not an insightful one.) 

> The scroll refers to an artifact known 
as the Sedefkar Simulacrum, a human- 
sized statue either made in or found 
in the rubble of Byzantium. 

» Ofthesimulacrum, its last owner was a 
French nobleman, a Comte Fenalik, who 
lost it after arrest and imprisonment 
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just prior to the French Revolution. 
All trace of it has since vanished. 


Edgar says that his research hit a dead end and 
that now he is willing to part with the scroll he 
possesses. Then he begins to discuss the price. 
Since a fair amount of their money has already 
gone into Edgar’s drug habit, he aims for as 
high a price as possible, starting at 250 pounds 
sterling—U.S. $1,250. 

The front doorbell rings, interrupting ne- 
gotiations. 


THE DUKE ARRIVES 


Edgar strolls downstairs to get the door, leav- 
ing the investigators alone with William, who 
feels unusually social today, and communicates 
by taking out his notebook and scribbling out 
inanities such as “A fine day today” and “Wel- 
come to Lausanne.” 
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Edgar returns ten minutes later with a large 
Frenchman, introducing him as “my old friend, 
the Duc des Esseintes" The Duke is а dap- 
per rotund middle-aged Frenchman. His hair 
is dark and well groomed, his moustaches are 
tastefully waxed. His eyes are a watery blue. His 
spats are impeccable. 

Edgar describes the Duke as an amateur oc- 
cultist like himself, and who is also interested in 
the scroll. Des Esseintes, feigning indifference, 
replies that he would like to see the scroll before 
he makes a bid. 

Edgar responds that he would love to oblige 
except that it rests in a bank vault at present. 
Amicably he suggests that the investigators 
come along to a meeting of the 7:30 Club to- 
night, where a deal can be made regarding the 
scroll, and a pleasant evening had by all. 
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The 7:30 Club is an informal discussion 
group which meets on occasion in a local cafe. 
The regular membership is three, both the 
Duke and Edgar being members, and whenever 
possible they bring along outsiders to enliven 
the conversation. 

Having said all this, Edgar apologizes for 
the fact that he must bid the investigators fare- 
well, as he has many things to do today, includ- 
ing fetching the scroll. 

Before he ushers the company out the door, 
he asks the Duke if he has the time to furnish 
the investigators with a brief tour of the city? 

“But of course,” replies the Duke. If the in- 
vestigators accept, they will be in the company 
of a man who will prove to be their implacable 
enemy. 


Duc JEAN FLORESSAS DES ESSEINTES 


The Duke is the last in a long line of boorish 
French aristocrats. He was a weak and sickly 
child, the culmination of centuries of inter- 
marriages, and in adulthood he is decadent and 
degenerate. His obsession with the artificial, 
and disdain of the natural, is well-chronicled in 
J.K. Huysmans’ novel A Rebours [Against Na- 
ture]. This short novel shows what the Duke is 
really like. Huysmans’ novel ends with des Es- 
seintes changing his artificial existence on the 
advice of a doctor, but he did not long follow 
that advice. 

From 1880 onwards, the Duke became in- 
terested in the occult. Tiring of charlatans and 
tricksters, he sought out obscure texts which 
hinted at tangible powers and terrible realities. 
How it pleased him to pierce the lawful and or- 
dered surface of Nature to find true evil and 
corruption hidden beneath! 

He learned of the Brothers of the Skin. En- 
rolling in the cult, he promised much in order to 
gain power over his own flesh. The knowledge 
given to him by Selim Makryat allowed him to 
transcend his physical weakness. By replacing 
his own skin with the flesh of others, des Esse- 
intes gained a form of immortality and a limit- 
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ed invulnerability. It has also transformed him 
into a monstrous parody of the human shape. 

Now his body sags and bulges unnaturally, 
and a multitude of keloid scars criss-cross his 
entire frame, marks which he is careful to con- 
ceal in the waking world but which prompt him 
to be called the Jigsaw Prince in Dream Laus- 
anne. Only his face is untouched. 

Reveling in his new life, the Duke studied 
deeply. By chance he found a French transla- 
tion of the Cthaat Aquadingen, and from it he 
learned of the lands of dream, and how to enter 
them. But instead of the Lovecraftian Dream- 
lands of Earth, des Esseintes toured more im- 
mediate dream worlds closely related to the 
waking world. 

His first experiment was in Paris. The Duke 
found himself wandering through a darkly-dis- 
torted reflection of that city, a dream of Paris, 
partly idyllic, mostly nightmare. He was lucky 
to escape alive from the horrors that lurk in 


The steep streets of Lausanne climb up to the cathedral 
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the city's rich history. Experience showed that 
the age and current population of the actu- 
al city were guides to the relative vividness of 
that city's dream image. Thus a large old port 
city would have a vivid, potent dream image, 
whereas a small rural village might have no 
dream reflection at all. 

After war broke out, entering the dream 
images of cities became extraordinarily dan- 
gerous, as the collective fears and nightmares 
of fearful populations stalked those streets. Des 
Esseintes laid low during the war, making tidy 
profits from a large munitions portfolio. 

Post-war, his curious longevity (a ninety 
year old man who looked forty), and a string 
of unsolved murders which clung around him 
made it advisable to leave France. 

After careful consideration, des Esseintes 
took his war profits to Lausanne, whose tran- 
quil medieval reflection he conquered. There 
he became a cruel despot, the Jigsaw Prince, 
and his madness slowly corrupted the dream 
image of Lausanne. Turning the dream inhab- 
itants into instruments of his will has left the 
waking people of Lausanne gloomy and de- 
spondent. 

In this scenario des Esseintes is referred to 
as the Duke in the real world segments, and the 
Prince in the Dream Lausanne segments. 


А Tour оғ LAUSANNE 


The Duke, in showing them the sights, also 
takes the measure of the investigators. The 
tour serves to acquaint the investigators with 
the town and to get them comfortable with the 
Duke. He appears to be warm and affable, of- 
fering cigarettes and sharing jokes. A successful 
Psychology roll concerning him suggests only 
that the Duke is a man of many facets, not all of 
them visible. 


THE CATHEDRAL 


Walking up from the shop, the Duke takes them 
to the Cathedral (35 centimes admission). This 
huge Gothic edifice is one of the best exam- 
ples of its type, built between 1235 and 1275 


188 


and consecrated by Pope Gregory X. Situated 
upon a terrace, the investigators have to climb 
160 steps to get to it. Inside, the huge vaulted 
nave soars more than 60 feet above. A variety of 
monuments and stained glass windows deco- 
rate the interior of the church. 

The Duke points out one of the oldest stat- 
ues, that of Otho of Grandson, who was killed 
in a judicial duel in 1398. The hands of the stat- 
ue are missing. This statue becomes important 
later when the investigators enter Dream Lau- 
sanne. 

А separate short tour exhibits the crypts of 
the church; a successful Know roll identifies 
some of the cathedral's foundations as from 
buildings long antedating the era in which the 
great church was built. 


CANTONAL MUSEUM AND LIBRARY 


The next stop is the Musée Cantonal (60 cen- 
times admission), nearby. Inside this large, 
recently-constructed, Italian Renaissance-style 
building is a collection of freshwater conchy- 
lia presented to the museum in 1840 by M. de 
Chaentier; Roman coins, medals, vases, etc., 
from the ancient settlement on the site of Lau- 
sanne; and the cantonal library. The library has 
over 120,000 volumes. 

The order and completeness of the collec- 
tion, and the large number of people using the 
facility impresses the investigators. 


LE SIGNAL 


The air now sunny and clear, an uphill stroll 
of about half a mile brings them to a marvel- 
ous belvedere overlooking all of Lake Geneva. 
Alpine vistas stretch in every direction. Far to 
the southeast, the Duke points out the highest 
Alps, gleaming with fresh, deep snows. “Beyond 
them,” he gestures grandly, “Italy.” 


LE CHAT NOIR 


After strolling for a while in the crisp air, tour- 
ists need a bite to eat. The Duke leads them to 
the evening rendezvous. Le Chat Noir is a large 
French cafe near the Musée Arlaud (which has a 
fine gallery of European oils), looking out over 
the Place de la College. The cafe offers good 
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food, good local wine, and a convivial atmo- 
sphere. It is a ten to fifteen minute stroll from 
the cantonal museum. 

Having led them to the cafe, the Duke bids 
them farewell. He has a business appointment 
in half an hour, but says he will see them at 
about eight o'clock this evening. He offers to 
organize a more extensive tour for tomorrow. 


THe Rest ОЕ THE AFTERNOON 


At liberty before their 7:30 appointment, the 
investigators may decide to follow some leads. 


THE DUKE’S HOUSE 


It is possible that the investigators do not en- 
tirely trust the slippery charms of the Duke, and 
that they may decide to follow him to his house. 

He resides in a small two-story town house 
close to the center of the city, along the Rue 
du Pre. Every window is barred and the cur- 
tains are all drawn. The place is a veritable fort. 
The only access is from the front. Forcing the 
front door is difficult (Extreme Strength roll), 
but not impossible, and a successful Hard Me- 
chanical Repair roll could unlock the door. 
The chances of a passer-by are 4096 during the 
day, 1596 in the early evening, and 596 at night. 

Inside the house are a series of empty, dusty 
rooms. There is almost no furniture, no car- 
pets, no doors, no signs of habitation. Tracks in 
the dust lead to a room upstairs, in which rests 
a chaise lounge and a wool throw. The tracks 
lead to the only interior door in the house. The 
door is locked. 

The heavy wooden door is of Renaissance- 
era make, dark-stained and carved with clas- 
sical figures returning from a successful hunt. 
Appropriately, the Duke has imprisoned the 
souls of suicide victims within the door, afford- 
ing a foul form of defense for scaring away in- 
truders. Any who touch the door suddenly feel 
incredibly powerful surges of depression, de- 
spair, and screaming horror. A Sanity roll must 
be made, costing 1D3/1D6 Sanity points. Inves- 
tigators who go insane from the result become 
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suicidally depressed. Destroying the door (45 
hit points) sets the souls to rest. 

Stepping through the door, each investiga- 
tor loses 5 magic points in entering the dream 
reflection of Lausanne. They find themselves 
stepping out through the same door into an 
identical empty house; at first it will seem as 
though the door opened onto itself, and that 
they have gone nowhere. Stepping out into the 
street, they see that the outside has changed. 
Leaving the house, they can explore Dream 
Lausanne and encounter any of the events list- 
ed below in the sub-section Dream Clues. The 
keeper must decide if Wellington has been tak- 
en prisoner yet. 


THE TAXIDERMY SHOP 


If the investigators return to visit Wellington, 
the shop is shut and a closed sign hangs on 
the door. There are numerous passers-by and 
schoolchildren now, discouraging any attempt 
to force entry. 

The investigators may be watching the 
shop. In the early afternoon Edgar leaves and 
walks to a local stationers. He emerges with a 
parcel under his arm, whereupon he returns 
home and does not leave again. A Stealth roll 
is required to shadow Edgar, but he greets them 
in a friendly fashion if he spots them. 


LOOKING IN THE LIBRARY 


The investigators might go back to the library. 
Hunting specifically for Mythos books, a Dif- 
ficult Library Use roll and the rest of the af- 
ternoon (the library closes at five) rewards the 
investigator with a moldy old copy of Unaus- 
prechlichen Kulten. 

At the keeper's option, research listed in 
the Paris and London chapters might also be 
found here if the players have not yet uncov- 
ered those clues. 

If an investigator searches newspaper back 
issues, and receives a successful French roll, he 
or she notices that the suicide rate in Lausanne 
has risen from virtually zero before 1914 to one 
death every month after 1918. This may be as- 
cribed to the effects of the war, or something 
new and sinister is occurring locally. 
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THe 7:30 ал» 


The planned meal, discussion, and examination 
of the scroll at Le Chat Noir never occurs. Only 
the third member of the 7:30 Club arrives, Max- 
imillian von Wurtheim. Max strolls in at eight, 
introduces himself, and furnishes apologies for 
the Duke and Wellington, explaining that both 
men have been delayed by last-minute business, 
and will be along as soon as possible. 

The Duke has put him onto the investiga- 
tors as potentially-profitable targets. 

The meal at the cafe is excellent, unassum- 
ing, and cheap. A conversationalist who does 
not know the meaning of the words 'draw 
breath; von Wurtheim entertains the investi- 
gators by relating his life story. This story may 
be summarized or embroidered as the keeper 
wishes; Maximillian is not met again. 

Blond hair, blue eyes, and six feet tall, von 
Wurtheim's Prussian lineage is quite apparent. 
He is not wealthy, nor does he enjoy work, so 
to survive he lives by his good looks, his innate 
charm, and the kindness of others. He is a con- 
fidence man. 

The investigators may not remain when 
they learn that Edgar and the Duke will not be 
attending, and hurry back to the shop. By then 
it is already too late, as described in Behind the 
Scenes. 


MY LIFE, ACCORDING TO MAX 


The story Max tells the world is long and in- 
volved. It involves an ancestral fortune, a father 
who dies on his way to change the will, an evil 
brother who hates Max—all the right ingre- 
dients. This heart-wrenching tale lasts three 
hours; to von Wurtheim's credit, he always tells 
it well, and the investigators may find them- 
selves quite engrossed, though by the end of it 
no one believes a shred of it. 

As he concludes, the investigators will be 
presented with the bill. “Ach! My friends, I am 
sorry, I have left my wallet at home,” says von 
Wurtheim. “Would you be so kind?” He also 
wonders aloud what keeps the other two. There 
is nothing for it but to wait until closing time. 
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Perhaps Wellington and the Duke should be 
visited in the morning. He orders a final round 
of drinks and coffee, and smiles. “Мом, tell me 
of yourselves." 


MAX'S TRUE STORY 


At an early age, Maximillian Brüllig decided 
that the poverty he was born into was not to 
be his station in life. He decided that those who 
possessed the wealth owed him some, and he 
built his life around that belief. His earliest jobs 
were in various fine German hotels. By careful 
observation he learned the habits and patois of 
the nobility. Upon reaching the age of seven- 
teen, he stopped working, changed his name, 
and since then has masqueraded as one born 
to rule. 


BEHIND THE SCENES 


Until today, Edgar had not mentioned the 
Sedefkar Scroll to the Duke, not wanting to 
rouse the Duke’s ruthless greed. He hopes that 
bringing the Duke into the negotiation boosts 
the price the investigators will pay. What Ed- 
gar doesn't know is that the Duke really does 
want the scroll, and doesn’t plan to pay for it. 
What no one but Edgar knows is that he plans 
to defraud everybody and skip the country, 
leaving the remittances to support his brother. 

While the investigators are trapped in Le 
Chat Noir with von Wurtheim, dark deeds oc- 
cur. The Duke wants the scroll. His fictitious 
business meeting was merely an excuse for 
him to give the investigators the slip (after siz- 
ing them up, he saw them as little threat) and 
to pay Edgar Wellington a call. 

Edgar, meanwhile, had gone out only 
to get materials to make a fake scroll. At six 
o'clock, his forgery complete, he hides the new 
scroll beneath his bed and takes a tablespoon 
of dream drug (and a jolt of morphine), to re- 
trieve the real scroll from its hiding place in 
Dream Lausanne. 

While Edgar sleeps, the Duke arrives. Wil- 
liam lets him in, and the Duke explains that 
he is going upstairs to have a chat. William, 
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who has been cleaning a small deer, goes back 
to his work. 

The Duke enters Edgar's room, finds him 
asleep, and notices the spoon, bottle of dream 
drug, and morphine kit beside the bed. He 
reads Edgar's diary, which reveals where the 
scroll is hidden in Dream Lausanne. Satis- 
fied, he stops searching, thus missing the fake 
scroll under the bed. He decides to kill Edgar 
and thereby trap him in the Dream Lausanne 
with the scroll. He is injecting Edgar with a 
massive overdose of morphine when William 
opens the door to see if they'd like tea. 

William goes berserk and attacks, but the 
Duke forces him into the kitchen and wounds 
him fatally with a butcher knife. He slices 
away a piece of William's skin for his own use, 
and leaves the shop. 

At home, the Duke goes through the rit- 
uals required to attach William's flesh to his 
body. He then rests and prepares to enter 
Dream Lausanne, to find Edgar and get the 
scroll. 

If the keeper wishes, William is not entirely 
dead. 


The Murders 
in Hue St. [ tienne 


The cafe closes at twelve and von Wurtheim 
bids his dupes a fond good night, once again 
apologizing for the absence of the others. It will 
sort itself out in the morning, he assures them. 
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But what has happened to Wellington and the 
Duke? 

The investigators probably return to 50 Rue 
St. Etienne, to see the Wellingtons, as they may 
have no idea of the Duke’s address. 

It is overcast. As they walk there, a cold rain 
begins. When they arrive at the shop, the street 
is very dark. A gas light on the corner sheds a 
fitful light. The front door of the shop is slight- 
ly ajar. If the investigators close the door behind 
them, then the police watch notices nothing, 
and makes no investigation. If the police enter, 
they interrupt the investigators and discover 
the murders days earlier than they might have. 


INSIDE THE SHOP 


Within, everything is dark and ominous. Did 
the investigators think to bring along flash- 
lights? Too late now. The claws of the stuffed 
beasts seem to grab at every coat; their glassy 
eyes glaring menacingly in the dim light from 
the street. With a successful Luck roll a light 
switch can be found. 

The downstairs is just as the investigators 
remember. Upstairs, everything is in chaos. In 
the kitchen, William is dead by stab wounds to 
the belly and back, a bloody knife dropped be- 
side him. His shirt has been ripped open, and 
a large flap of skin has been cut from his back. 
The expression on his face is one of utmost 
horror: Sanity loss is 1/1D6 to see this. 

Edgar’s body lies cold and dead upon his 
bed (Sanity loss 0/1 to see). Medical doctors or 
pharmacists suspect drug overdose as the cause 
of death. An examination of the corpse uncov- 
ers two fresh needle marks, one among many 
in the left arm which Edgar (being right-hand- 
ed) probably made, and a single one in the right 
arm, difficult for Edgar. Murder would be a log- 
ical conclusion. 

Ferreting around reveals the following ob- 
vious clues: 


> Edgar’s diary, open оп the floor 
where the Duke left it. 


> А receipt, left оп Edgar's writing desk. 


> А green bottle, mostly full, on which 
is a label, ‘Dream Lausanne? 
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» Anempty morphine bottle and below, 
on the floor, an emptied syringe. 


> The fake scroll, hidden beneath his bed. 
This requires a Spot Hidden to notice, 
but an investigator directing his or her 
search under the bed will see it at once. 


If the investigators left the front door open, 
when their search is well-advanced there is a 
loud knocking at the front door, and a voice in 
French calls for Monsieur Wellington. It is the 
police. Unless the investigators think they can 
explain themselves, perhaps with a successful 
Credit Rating roll, they will have to run for it— 
through the back door, past the disemboweled 
carcass of the small deer on William's workta- 
ble, out into an alleyway and into the night. 


ALERTING THE POLICE 


Some investigators may choose to alert the po- 
lice at once, before searching anything. They 
are not considered suspects, but lose the chance 
to search the scene. They may later befriend the 
detective in charge, and gain the above infor- 
mation that way. 

Others may choose to give themselves up 
when the police arrive. The next day Max and 
the Duke will make accusations against them, 
and the investigators are arrested. 


INVESTIGATING THE CLUES 


Back at their hotel, the investigators may ex- 
pect that the police will soon be on their track. 
Maximillian von Wurtheim, who always looks 
for advantage, is likely to race to the police next 
morning when he reads of the death of the Wel- 
lingtons, and surely will mention the investiga- 
tors to them. 

The Simplon-Orient Express comes 
through at 6:45 A.M., and they might be wise 
to get on it. 


THE RECEIPT 


The receipt bears today’s date, and is from a lo- 
cal stationer. It is for sealing wax and fine parch- 
ment, the instruments of Edgar’s simulation. 
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THE SCROLL 


The scroll is elaborately tied, and sealed with 
fresh red wax. Spot Hidden, History or Ar- 
chaeology can determine at once that the scroll 
is a fake, and that the only reason it looks old 
is because Edgar must have baked it in an oven 
for awhile. If the investigators break the seal, 
the scroll is in fact blank. In doing so they have 
destroyed this useful item. 


THE GREEN BOTTLE 


The container is about the size of an ink bottle 
and contains the dream drug. The investigators, 
of course, will not understand what it does un- 
til they read the diary. The contents looks re- 
markably like muddy water. Holding it up to a 
strong light, an observer can detect tiny silvery 
particles suspended in the dank fluid. Science 
(Pharmacy) identifies it as a narcotic of un- 
known effect. 


THE DIARY 


Much of the diary chronicles the pain that Ed- 
gar felt in his everyday life, but it also fills in 
missing pieces concerning what occurred last 
evening. It takes about an hour to read. Most 
entries are short. 

The diary shows that the Duke interested 
Edgar in the occult, and provided him with 
the dream drug, initially saying only that it 
would combat insomnia. Edgar relates how 
he visited Lausanne in his dreams, a different 
Lausanne, and how anything he clutched in 
his hands as he slept would go into the dream 
with him. He hid the scroll for safe keeping in 
Dream Lausanne. 

Selected excerpts from the diary are de- 
scribed in Lausanne Handout #1. 


A LOGICAL CONCLUSION 


If the investigators need it, allow an Idea roll 
to suggest explicitly that Edgar Wellington took 
the dream drug to recover the scroll, and was 
murdered while under the effect of the drug. 
The logical conclusion is that his waking-world 
spirit is still adrift in Dream Lausanne, and 
might be found there. 
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The Diary of Edgar Wellington 
— Selected Entries— 


November 3, 1920—It would have suited our 
family better if we had died in the war. Dead he- 
roes are more convenient than the broken living. 


March 5, 1921—Now we are in Switzerland. 
Here we can live in peace. 


September 17, 1921—The Duke's conversa- 
tion is without peer. When I listen to him, I forget 
my own memories. 


November 10, 1921—The books the Duke 
loaned me have opened my eyes. Perhaps that old 
Arabic scroll of mine holds mysteries as yet un- 
known. 


February 2, 1922—I have received the trans- 
lation of Malon’s scroll. I wonder if this “Sedefkar 
Simulacrum" yet exists? 


І І 
І 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
| June 25, 1922—The trail ends іп 1789. 1 | 
have written to the owners of the Comte's house. I 
г would go there, but I cannot leave William alone. Ң 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
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1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 
1 1 


October 3, 1922—The Duke has given те 
something for my insomnia. I slept deeply, and 
had a most vivid dream of Lausanne in olden 
times. 


November 12, 1922— Two nights ago I held a 
brass button in my hand as I slept, and set it down 
in Dream Lausanne. When I awoke it was gone. 
The next night I fetched it back in my dream, and 
woke with it clasped in my hand. 


January 1, 1923—I hold no hope for this New 
Year. My researches lead nowhere, and soon my 
habit will cost us our shop. Where will William 
live then? 


January 5, 1923—I fear I must sell the scroll. 
The Duke would be interested, but I need another 
bidder to drive the price against him. I have hid- 
den it in Dream Lausanne for safekeeping. 


Today's date—Success! Tomorrow I am sure 
to make the sale, and our lives begin anew. 


TAKING THE DruG 


The diary plainly indicates that to get the Scroll 
of the Head, they must follow Edgar Welling- 
ton into Dream Lausanne by taking the dream 
drug. The magical drug can be taken in any 
way the user might desire: swallowed, injected, 
rubbed into the skin, and so on. 

No one really knows what dose to take, so 
things could well get a bit tense until a volun- 
teer goes first. A small sip or a mouthful, the re- 
sult is the same: the person smiles warmly, says 
“That tastes awful,” gazes about contentedly, 
and then collapses to the floor unconscious. 

Alarmed colleagues are glad to see (use a 
First Aid roll) that the volunteer has merely 
fallen into heavy sleep. The keeper should then 
encourage the rest of the group to join him or 
her. Sweet dreams. 

Cautious investigators may choose one of 
their number to stand guard over the sleepers. 
There is wisdom in this, but it robs that play- 
er of participation in the following sequence. 
Keepers may wish to start describing the dream, 
and the facial expressions of the sleepers, in an 
effort to lure the watcher in. 


DREAM DRUG LOGISTICS 


There is enough of the drug for all of the inves- 
tigators to try. 

The investigators might take the drug in 
their hotel room, or on the train next morning 
(or, for that matter, at any future point in the 
campaign). The remainder of the scenario as- 
sumes that they take the drug while on the Ex- 
press; they cannot afford to sleep in and miss 
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Do the investigtors dare to take the dream drug? 


the train next morning, since the police may 
want to detain them indefinitely, but on the 
other hand they should take it as soon as pos- 
sible, or the Duke will get the scroll. 

If they don't take the drug on board the 
train, modify the opening and closing scenes of 
their dream adventure. This is simple to do. If 
they take the drug on the train, follow the text. 
If they take the drug in Lausanne, they wake 
up in Dream Lausanne in the place where they 
took the drug. See also the Dream Drug entry 
accompanying the Duke's statistics at the end 
of this scenario. 

Neither the Dream Lore nor the Dreaming 
skills are of any use in Dream Lausanne, which 
is unconnected to the Dreamlands. 
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ЕСІН Lausanne 


The dreamers wake in their compartment in 
the same positions as when they took the drug. 
They wear whatever clothes they had on when 
they took the drug (bad luck if pajamas), and 
hold whatever they had in their hands, provid- 
ed the technology of the item is no greater than 
1400 A.D. If an investigator thinks to hold the 
fake scroll, it arrives intact in the dream. 

The compartment looks the same except 
the light is off, and the blind drawn. Harsh 
white light shines from around the edges of the 
blind. No amount of pushing or shoving raises 
the blind. 

The train is moving slowly. Once they leave 
their compartment, they can see that the blinds 
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are closed all along the corridor, as are the 
blinds in the other cabins. Down the corridor 
they can see that all the other cabin doors are 
open, except one. 

The closed door has been nailed shut, and 
the smell of decay comes from behind it—this 
is Fenalik's cabin. No amount of force budges 
this door. 

The train halts. The door at the end of 
the carriage opens, and brilliant bright light 
streams in. 


THE WASTELAND 


Stepping out of the train, the investigators find 
themselves in a wasteland. The harsh light fills 
the sky and comes from no identifiable source. 
All around them extends a limitless plane the 
color of ash. The air smells bitter and metallic, 
and the only sound is their own breathing. Free- 
standing, about thirty yards from the train, is a 
door. The door seems strangely familiar, but the 
investigators cannot place it. As they walk to- 
wards it, dust rises from their steps and it makes 
them sneeze painfully. The door is open. 


THE DREAM SHOP 


The door opens into the back room of the Wel- 
lingtons' taxidermy shop. The shop is reassur- 
ingly familiar, yet it is not the same shop they 
left hours ago. Here everything is more primi- 
tive. In place of electric lights, for instance, 
torches burn on the walls. 


» The workroom has the same gutted deer 
on the table. Lacking ice or refrigeration, 
the carcass is a reeking mess. 


> The front door stands open, with evidence 
that it has been forced recently. Outside, 
a bell begins to toll. Listen rolls can hear 
crowds of people moving in the street. 


> The front room is still a show room, 
but the animals have been so crudely 
preserved that many of them are decaying. 


» The door to the rooms in the upper 
level cannot be opened by any 
means. Spot Hidden or Lockpicking 
confirms that there are neither 
hinges nor gaps around the door. 
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LAUSANNE HANDOUT #2 


Summarizing the Scroll 


This scroll was written by Sedefkar the \\ : 
ı | Osmanli. н 
і It concerns an item in his possession, |! 
ı the Sedefkar Simulacrum. In this scroll, — | 
Sedefkar prophesies that he is soon to lose 
| the simulacrum, and so praises it and і 
' makes a record of it in a set of five scrolls. — ' 
This scroll is the first of the five, and is — * 
ı referred to as the Scroll of the Head, be- — : 
‚ ing the thoughts and history of Sedefkar. + 
‚ The four missing scrolls are the Scrollof — | 
ı the Belly, concerned with the worship of |! 
| a being known as the Skinless One; the | 
' Scroll of the Legs, a series of body-affect- 
' ing magicks, the foundation on which — ! 
' Sedefkar's power was built; the Scroll of — ' 
' the Right Hand, a ritual which awoke | 
ı the statue, and is the driving force of — : 
ı Sedefkars power; and the Scroll of the — : 
‚ Left Hand, containing a ritual which | 
ı balances this power, a necessary ongoing — 1 
i sacrifice. l 
| The scroll is а rambling, insane docu- 
' ment. The author has not set down events — ' 
! т any form or order, making it difficult | | 
‚| to follow. The most detailed description | ' 
ı || in the document dwells on the torture || 1 
and skinning of human beings. ! 


> The study is in disarray. The writing 
implements are vellum and quills, but 
are scattered across the room. The 
chair is overturned, and Track notes 
that a struggle took place here. 


» The store room stinks of rotting meat. 
The badly-stuffed bear is a festering 
horror. Searching the bear requires a Hard 
Constitution roll, and an investigator 
must insert his or her arm up to the 
elbow into the bear to complete the 
search: in the liquescent slurry of its chest 
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cavity is the Scroll of the Head, sealed 
within a waterproof leather scroll case. 


If they find the Scroll, the investigators may be 
ready to return to their beds. Outside in Dream 
Lausanne the bell continues to toll, insistent. 
Where is Edgar Wellington? 

If the investigators leave via the front door, 
they enter the Streets of Dream Lausanne. If 
they retrace their steps through the back door, 
they leave Edgar to his fate and return to the 
Waking World, detailed below. 


THe Streets оғ Dream LL AUSANNE 


Out in the street everything seems familiar yet 
undeniably different. Dream Lausanne is like a 
gothic nightmare of the real thing. People wear 
medieval costume and they are streaming up- 
hill towards the cathedral, in the direction of 
the bell. They are too busy to speak to the in- 
vestigators. The sky has a rich purple tint, like 
a permanent dusk. Street intersections are oc- 
casionally adorned by gibbets, many of them 


occupied. Everywhere the investigators per- 
fectly understand the language and the writing, 
though it is not English, or French, or recogniz- 
ably anything else. 

The investigators may have visited the 
Dreamlands. This dream is more drab and op- 
pressive. Dream Lore confirms that they are 
somewhere else entirely. 

As they wander about, the group has en- 
counters which foreshadow events to come in 
the campaign. 


FIRST EVENT 


A gaping fissure splits the middle of an empty 
street. From the fissure an icy wind blasts out- 
ward, moaning down the street. Players cannot 
go up the street as the wind is so strong. 

This refers to the ‘bora, the cold wind in the 
Trieste chapter. 


SECOND EVENT 


A group of grotesquely-clothed people passes, 
masked and cowled, costumed as Death, an An- 
gel, a medieval Soldier, a Lion, a Turk, an Assas- 
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sin, and a Rustic Lass and Rustic Lad. They are 
flagellants who wind in procession through the 
chaos, weeping tears of blood from startling, ex- 
pressionless, china-blue dolls' eyes. They chant 
in Latin as they move, and the reek of incense 
and a distant cacophony of bells follows them. 
As the bells reach a crescendo, the Lion figure 
sprouts wings and flies away, closely pursued by 
the Soldier. Their bloody tears fall on the inves- 
tigators from above and scald them. 

This vision refers to the automata from the 
Venice chapter. A successful History roll here re- 
veals that a winged lion is the symbol of Venice, 
a city which surrendered to a soldier, Napoleon, 
in 1797. 


THIRD EVENT 


One street is strewn with flowers and bulbs 
which give off clear, sweet smells. They are 
garlic plants. A Spot Hidden roll notes that no 
shadows exist in this street. 

This alludes to Fenalik in various chapters. 
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FOURTH EVENT 


An old woman stirs a huge black cauldron, and 
offers the investigators dinner. If they look into 
the pot they find it full of skinned, writhing hu- 
man limbs, slightly steaming: Sanity loss to see 
this 0/1 Sanity points. 

This refers to Baba Yaga in the Belgrade 
chapter. 


FIFTH EVENT 


A street magician displays an empty hat. He 
inserts first his right arm, then his left, then 
his right leg and finally his left leg into the 
hat. Each time he does this his limb is taken 
by the hat and vanishes. Finally, collapsing to 
the ground, laughing hysterically, the magician 
asks for someone from the audience to retrieve 
his limbs from the hat. No one volunteers; if an 
investigator does, nothing is inside. 

This stage stunt refers to the awful fate of Pro- 
fessor Smith, as revealed in the Constantinople 
chapter. 
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SIXTH EVENT 


At a strangely quiet intersection, the investi- 
gators witness a disturbing scene. A gigantic 
chessboard has been set into the cobblestones, 
and at either side of the board stands a motion- 
less statue, one black, one white—the players. 
They are humanoid, yet featureless, and an- 
drogynous. On the board people occupy the 
positions of chess pieces. Each person carries a 
knife. These ‘pieces’ begin to move as if a nor- 
mal chess game was taking place. As one piece 
takes another, the victor cuts the throat of the 
loser (Sanity loss is 0/1 Sanity points). Play 
speeds to inhuman quickness; soon the board is 
littered with corpses, the black player triumph- 
ing over the white. After the final move which 
grants the black player victory, the white player 
cracks noisily and falls to pieces, and the black- 
player statue gratingly turns its head to regard 
the investigators. 

This scene summarizes the competition be- 
tween Mehmet and Selim which is concluded in 
the Constantinople chapter. 


SEVENTH EVENT 


In the middle of a deserted square, another 
statue stands. It is large (SIZ 100) and made of 
wire with what appears to be rags hanging from 
it. As they get closer they notice that the wire 
has been crazily woven into a human shape, 
and that the rags are scraps of flesh snagged on 
cruel barbs and hooks; lose 1/1D3 Sanity points 
to see this. 

From the head emerges the sweetest sound 
the investigators have ever heard. It is like an 
angel singing, a voice of perfect clarity. The 
sound brings tears to the eyes of the listeners, 
and they flee weeping from the square before 
their hearts can break. 

This incident refers to the Milan chapter. 


Гог Whom the Bell Tolls 


The human stream follows the tolling bell to 
the town centre, eventually filling the Place de 
la Palud. In the center is a large platform upon 
which stand three figures: a bronze statue (it 
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is the statue from the cathedral, of Otho of 
Grandson); a hooded, robed figure; and Edgar 
Wellington, his hands bound in chains. The 
hooded figure raises its arms and the crowd 
falls silent. The figure then speaks, a male voice, 
horribly familiar. 

“Before us stands a man accused of griev- 
ous crimes. His criminal conduct in withhold- 
ing what is due to us renders him our enemy, 
and hence he must stand trial before us.” At this 
point the figure casts back his hood and stands 
revealed as the Duke. 

“As Prince and protector of this realm, I 
appoint myself the judicial representative of 
the people of Lausanne,” he giggles, “and will 
see that this rogue gets his just deserts.” At this 
point the crowd goes wild, cheering the Prince 
and cursing Wellington. “Is anyone willing to 
take the part of the criminal in these proceed- 
ings?” There is a deathly silence throughout the 
square. 

The investigators should at this point vol- 
unteer themselves for the defense. If they do 
not, Edgar will be found guilty. 

If they volunteer themselves, they must 
walk to the stage, drawing hostile stares and 
hisses from the crowd. The Prince raises his 
eyebrows, and nods to the investigators, appar- 
ently unconcerned, but a successful Psychology 
roll shows that the Prince is furious to be so- 
impeded. 

He turns to the crowd and asks, “Is there 
one among you who wishes to offer himself to 
justice?” The front ranks of the crowd go ber- 
serk as they vie for the Prince’s attention. He 
gestures his choice, and the crowd falls upon 
the chosen, beating him to death. There are hid- 
eous noises beneath the surging mass of people 
but eventually one person comes forward with 
the bloody skin of the volunteer; lose 2/1D6+1 
Sanity points to see this. 

The Prince accepts the skin with a smile and 
drapes it over the statue, muttering words be- 
neath his breath. Suddenly the skin seems to 
merge with the bronze statue, and it begins to 
breathe. Its eyes open and gaze ahead glassily. 
The Prince says to it, “You are the overseer. De- 
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termine the guilt or innocence of the accused at 
the conclusion of proceedings.” 


A SHORT INTERVIEW 


So far, Wellington has not said a word. He stares 
at the floor, trembling. The Prince magnani- 
mously allows the investigators to talk to the 
criminal before the trial begins. 

He tells them that he arrived here a few 
hours ago in order to retrieve the scroll, hid- 
den here. He was resting in the shop when the 
Prince’s men broke іп and dragged him away. 
He does not know for what he is on trial, nor 
why his friend has turned upon him. 

Wellington does not know that in the wak- 
ing world his body is dead, nor will he believe it 
if told. “It’s fine,” he says. “This is a dream. You 
just wake ир.” 

His sanity is perilously low. He can offer the 
investigators no help except to pathetically beg 
them to save him. “I will give you the scroll, I 
promise. The Prince has said he will torture me 
whether or not I give it to him." 


THE TRIAL 


The Prince clears his throat and he announces 
that the trial has begun. The proceedings con- 
sist of three arguments advanced by the Prince. 
After each argument, the investigators have op- 
portunity to refute the Prince’s arguments, and 
to advance their own. The verdict of the judge 
then follows. 

In the proceedings, the keeper should be as 
flexible as possible. This trial is in a city of mad- 
ness, so there are no rules. The investigators can 
speak for as long as they like, and say whatev- 
er they think is appropriate in Edgar’s defense. 
The investigator responses given are only sug- 
gestions. If they find a charge difficult to refute, 
an Idea roll can set them on the track. Allow as 
much roleplaying as possible. A successful Per- 
suade roll increases their score on the grounds 
of eloquence, but it does not lessen the need for 
the players to speak creatively for the defense. 

Uncomfortably, the keeper must be both 
prosecution and judge. The investigators will 
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naturally be curious about the hideous judge 
who merely wheezes throughout the trial, mak- 
ing no sign as to having heard what has been 
said. They will not know whether he is a genu- 
inely impartial figure or if he is magical puppet 
of the Prince. 

Luckily for the investigators, the judge is in- 
deed impartial—he’s a statue, after all. In as- 
sessing a speech, rate each with between one 
and four: as a scale, 1 = poor, 2 = fair, 3 = good, 
4 = brilliant. A successful Persuade roll after a 
speech raises the score by one point no matter 
what the content of the player speech. 

Don't be too harsh. Don't expect the in- 
vestigators to deliver watertight refutations— 
they are doing this without preparation. By 
the same token, don't let them sit there, say- 
ing nothing except "Um, can we make anoth- 
er Persuade roll?" It is a trial, it is meant to be 
hard, but it is also meant to be fun. If the inves- 
tigators use their heads, then reward them. If 
they don't, then you can chop them off, figura- 
tively speaking. 

Now it's time for the trial. The Prince speaks. 


THE FIRST CHARGE 


"People of Lausanne! This traitor has refused 
to cooperate with the duly assigned officers of 
the realm, in that when he was summoned to 
present himself before the people's court of 
Lausanne, he giggles, “he did kick, scream, 
and protest mightily, and thereby create an up- 
roar in the street, to wit causing unnecessary 
trouble for officers assigned to conduct him to 
the court. 

“Such behavior aims at undermining the 
authority of my rule and represents a challenge 
to the law of my will. 

Were he innocent, he would be meek. Were 
he meek, he would be released ... in due course, 
These ancient precepts of my rule being violat- 
ed, I call for the judge to find him guilty of this 
charge.” 

The judge makes no reply, but continues to 
breathe asthmatically. 

The Prince waves his hand to the investiga- 
tors; they may respond. 
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Obviously resisting arrest is an insincere 
charge. Edgar Wellington was seized in his 
home and dragged into the street, not knowing 
what was happening, and so the investigator 
who speaks for Edgar should argue along such 
lines. Law rolls, successful or not, are useless 
because the trial and the legal system here have 
no relation to practices in the real world. This 
is true for all skills relating to human knowl- 
edge. In such an imperious place, they'll hardly 
be wrong if they say what they feel. 

Give the investigators a score between 1 and 
4 for their first argument. 


THE SECOND CHARGE 


"People of Lausanne! The accused is a foreign- 
er, and that his spirited defenders cannot deny. 
There the Englishman stands, living testimony 
to his guilt. We of Lausanne pride ourselves 
on our purity of blood; it is our strength and 
our glory, for it allows us to feel united under 
the common purpose of my will. His presence 
among us is like a cancer, drawing other foreign 
bodies,” he gestures to the investigators, “who 
must be cut out!” 

Though the crowd cheers wildly at these 
words, the Prince’s charge is so ridiculous that it 
can be attacked in many ways. If they accuse the 
Prince of being a foreigner himself, he claims to 
have lived here always, as in Dream Lausanne 
he has. The Prince in fact will not deny that in 
to Lausanne first came the Helvetian Celts, then 
the Romans, then the Burgundians, and then 
the Holy Roman Empire, though the Prince 
recognizes no subsequent Swiss nation, only 
himself. Aside from this, the player can speak of 
the pointlessness of racism, etc. 

Score the investigators between 1 and 4 for 
their second argument. 


THE THIRD CHARGE 


“People of Lausanne! We accuse the treacher- 
ous enemy before us with the possession of 
forbidden knowledge. Who knows what se- 
crets a foreigner hides? And yet hide them he 
does. This guilty man, before us today, seeking 
only to deceive us, seeking only his own de- 
vious advantage and not the advantage of his 
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Prince or his people, entered our sacred realm 
in possession of that which only I, as ruler, 
may obtain. 

“What does he plot? Why such conceal- 
ment? Why hide cunningly what is mine by 
fiat? There must be some devious reason to 
do so. He must be punished, for he has secret- 
ed the scroll somewhere within this princely 
realm, like a mine ready to explode beneath 
our foundations. 

“Were he to bring forth the scroll, I should 
have reason for clemency. But he persists in 
deceit! He mocks and despises my suzerain 
will! 

“T call upon the judge to consider the crimes 
of the accused, and to determine him guilty as 
charged!” 

After this speech the Prince looks smug, as 
he should, for he shall surely win. The investiga- 
tors must rely on their own convictions regard- 
ing freedom of speech in order to refute this 
charge. They might like to argue that knowl- 
edge on its own cannot be considered harmful 
and that only the exercise of knowledge can do 
harm. This final charge is another attempt by 
the Prince to locate the scroll. 

Score the investigators between 1 and 4 for 
their closing argument. 


МаАШАШАМАМАШАШАШАШАШАШАШАШАША 
Scoring for the Trial 


Rate each of the three arguments the investigators 
put forward. 

1 = Poor 

2 = Fair 

3 = Good 

4 = Brilliant 
A successful Persuade roll after a speech raises the 
score by one point. 


TRIAL RESULTS 
7+ points = Not guilty 
1-6 points = Guilty 
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А SAMPLE PASSAGE 


FROM THE SCROLL 


1 1 
1 1 
| : 
1 1 
і i 
| “I have seen the powers which stalk the night | 
| апа strike fear into the hearts of all those who | 
l worship the false god. I know Him and I wor- | 
| ship Him. The Skinless One has spoken to me. | 
| Не whispered secret words into my heart of | 
| hearts and I know what I now must do. I have | 
| seen It in visions апа It is all that ту Lord said 
І It was. In my dreams I have seen Its perfection | 
| striding above the ruins of cities. Kings and | 
i countries have fallen before It. Even gods must | 
| fall before It. I recognized it the first time I be- | 
held It as an object of power. Power that would 
| bring the world to its knees. It glistened like the | 
| finest pearls. It woke when I flayed alive the | 
i wretch who sought to steal my treasure from i 
| me. That night Не сате to те for the first time | 
i and told me what to do. I meditated before Its i 
| glory. All praise to the One without Skin. I per- | 
formed the seventeen devotions and opened It І 
i for the first time. Within the artifact was soft i 
| and smooth. As I ran my hand across Its inner 1 
| surface it felt like the skin of a newborn babe. I | 
р offered four children as sacrifice to my Master. | 
i Then I used It for the first time. In His wisdom І 
і the Lord of Naked Flesh had made It to ту | 
| height. In all modesty I believe It was made in i 
my image. Blessed is the chosen of the Skinless 
р One. I have been careful to keep It untarnished. | 
| The substance is the color of purity and should | 
I р . . П 
! not be tainted by that which is unclean." 
1 1 


THE VERDICT 


All speeches delivered, the judge continues to 
stand there and wheeze. What happens next 
depends on the players’ score. If they score less 
than seven points total, the judge stiffly raises 
his arm and points his stump (the hands are 
missing, remember, and a thin fluid trickles 
from them) at the Prince. 

The Prince laughs and dances about. “I’ve 
won! I’ve won!” like a child. The crowd goes 
wild. He then turns to Wellington, saying 
“Where is it, you snivelling piece of dung?”; 
to which Wellington replies, “I hid it.” At this 
point the investigators begin to fade out, and 
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Bargaining With 
the Prince 


At any time the investigators can stop the pro- 
ceedings by producing the fake scroll and barter- 
ing for Edgar’s freedom. The Prince is delighted 
to have his prize so easily, and drops the charges. 
He knows that Edgar is doomed anyway. Proceed 
to “The Dream Fades” section. 


Behind them, the Prince brandishes the scroll, 
and calls for a revel. The citizens of Dream Lau- 
sanne go berserk with ecstasy, or fear. The revel 
continues all night, and it is not until the late in 
the next day as the bodies are being cleared away 
that the Prince opens the scroll with a satisfied 
sigh, and discovers that he has been tricked. By 
then the investigators are long gone and out of his 
reach—that is, until they pass through Lausanne 
again on their return journey. 


The real scroll can also be used to the same effect, 
thus freeing Edgar, but denying the investigators 
this important clue. Kindly keepers may allow the 
summary of the Scroll of the Head (Lausanne 
Handout #2) to be unearthed via Library Use in 
Constantinople or elsewhere. 


they wake up wherever it was they fell asleep. 
They lose 1D6 Sanity each as they realize they 
failed to save Edgar and get the scroll. 

If they get seven or more points, the judge 
raises his arm and points to the investigators. 
Edgar Wellington’s chains vanish and the in- 
vestigators have won. The Prince is visibly an- 
gry, and stamps around the stage. The inves- 
tigators are now free to leave. The crowd has 
been silent, as though stunned. They part to 
let the group through. 

As they leave the square, the investigators 
hear the voice of the Prince say, “Today we have 
seen justice only partly done. What of the for- 
eigners who defended the criminal? What of 
their conspiracy? Find them and bring them to 
me!” The crowd roars in response. The investi- 
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gators had better run through 
the empty streets. The entire 
town is now on their heels. 


THE ESCAPE 

Edgar Wellington says that the 
scroll is hidden in his shop. Be- 
hind them, they hear the din of 
the pursuing mob. Inside the 


Build: 1 


shop, he scrambles to the body 
of the stuffed bear, and plunges 
his arm into it. Outside, people 
gather in the street; fists bang 
on the door. From inside the 
bear, Edgar retrieves the scroll 
case in a shower of offal. The 
hammering on the door grows 
in volume, and it starts to 
splinter at the hinges. Edgar 
thrusts the scroll at the inves- 
tigators, and follows them out 
the back door as the front door 
gives way. 

Returned to the endless plain, the inves- 
tigators see the train now heading in the op- 
posite direction, slowly beginning to move. If 
they run they can catch it, they get onto the 
train just as the first of the mob burst out 
of the back door of the shop, blinking in the 
harsh light. 

The mob races after the train, gaining on 
it at first, then falling just short as the Express 
picks up speed. 


THE DREAM FADES 


The train solidifies as the dream world fades 
away, and with it too fades Edgar Wellington. It 
is awful to watch him realize that he will never 
wake again: lose 0/1D3 Sanity points to see this. 
“Т don't understand,” he implores. “You just 
wake up. You just... wake... up...” and then he 
is gone. 

On board, the investigators are irresistibly 
drawn back to their cabins. And there they all 
fall asleep. 
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Move: 8 (average) 

Damage Bonus: +104. 

Fist/Punch 55% (27/11), damage 1D3 + 1D4 
Club 45% (22/9), damage 1D6 + 1D4 

Knife 45% (22/9), damage 1D4+2 + 1D4 
Dodge 3596 (17/7) 
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The Waking World 


The investigators awake on the real train. One 
of them tightly clutches the Scroll of the Head 
and the translation of it within. 

Looking out the window or at their watch- 
es, they see that they have slept for up to four 
hours. They are due to arrive in Milan just 
past midday. Impress upon them their hun- 
ger and thirst; they want nothing more than 
to go to the dining car and get some food— 
lunch, if they took the drug immediately after 
boarding in Lausanne. They certainly dont 
need more sleep. 


ABOUT THE SCROLL 


Wellington’s scroll is the Scroll of the Head.It 
is accompanied with a full typed English tran- 
script—Edgar could not read Arabic, and. so 
paid for a translation. 

What the investigators can see and under- 
stand is related in “Summarizing the Scroll” 
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(Lausanne Handout 22, p. 195). A sample of 
Sedefkar's mad ravings is also provided (Laus- 
anne Handout £3). 

The Scroll of the Head is the first of the five 
Sedekfar Scrolls. The scroll’s author is Sedefkar 
the Osmanli, and in this scroll he sets down 
his thoughts. This is the gibbering history of a 
madman. 

A History roll determines that from his de- 
scriptions of his city, he lived in medieval Con- 
stantinople. Late in the scroll he refers to the 
imminent arrival of ‘the white destroyers, and 
so a second successful History roll dates the 
scroll as just before the Fourth Crusade, at the 
start of the thirteenth century. 

Either version will yield the information 
and player handouts cited above, but the type- 
script contains less blasphemous detail. 


THE SCROLL OF THE HEAD 

Old Arabic, written by Sedefkar the Osmanli, 
13th century 

Sanity loss: 1D6+1 

Cthulhu Mythos: +5 percentiles 

Mythos Rating: 18 

Study: 40 hours 


Spells: none. 


THE TYPESCRIPT 

English, from the Old Arabic; translator 
unknown 

Sanity loss: 1D4 

Cthulhu Mythos: +2 percentiles 

Mythos Rating: 9 

Study: 10 hours 


Spells: none. 


THe Peritous LUNCH 


The following encounter occurs if the inves- 
tigators did not dupe the Prince with the fake 
scroll in Dream Lausanne. 

In the dining car, the waiter seats the in- 
vestigators at an empty table. They slump into 
the elegant, high-backed chairs, feeling com- 
fortable for the first time in ages. As they await 
their entrée, they overhear a conversation from 
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the next table. The waiter asks the diner, “Will 
Monsieur be dining alone today?” The response 
is “No, I think I will eat with my friends.” It is 
the Duke’s voice. 

The waiter re-seats him next to the investi- 
gators. The Duke smiles warmly, placing a small 
valise at his feet as he does. “Gentlemen, if you 
will excuse my hurried bluntness, I come to the 
point. I want the scroll. You will give it to me 
or you I will destroy. Your answer promptly, 
please. I have little time.” 


FOILING THE DUKE 


The Duke, imagining he has them cornered, acts 
as arrogantly as did the Prince. His presence sug- 
gests a variety of responses and situations. 


» The investigators can attack him, which 
is not a smart move unless they have 
a lot of magic. Combat in the close 
quarters of the dining car surely means 
the death of innocent bystanders, but 
not necessarily the Duke, since melee 
weapons do no damage to him, and 
firearms do only minimum damage. 
Enchanted weapons do normal damage. 


> If they fight him, the Duke does his best 
to turn the tables on them by resisting 
non-violently. If he can, he then has 
them arrested for assault, accusing them 
of having murdered the Wellingtons 
in Lausanne. Though the evidence 
at the murder scene may be enough 
eventually to implicate the Duke, not the 
investigators, the weeks the investigators 
spend in Swiss jails will delay their 
mission. The Duke meanwhile hides 
in his private realm, to reappear in the 
penultimate scenario of this campaign. 


> If they give him the real scroll, the 
investigators lose a vital clue about the 
simulacrum. Nonetheless, perhaps they 
retain the translation, which is good 
enough for their immediate purposes. 

> If they give him the fake scroll, he 
accepts, since he has no idea what the 
scroll looks like and does not know 
of the existence of the forgery. 
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» Ifthey do not give him either scroll, he 
may very well return to his own table, 
then Shrivel one or two investigators, 
to frighten the rest into compliance. 


» Ifthey do not give him either scroll, 
he could still allege their involvement 
in the deaths of the Wellingtons, and 
have them arrested. Maximillian von 
Wurtheim will probably back up his 
story, though just how closely the 
Lausanne police listen to these citizens of 
dubious reputation is up to the keeper. 


› Iftheinvestigators trick the Duke or 
otherwise stall for long enough by some 
other scheme which impresses the Keeper, 
eventually the train reaches the extent of 
his range. He departs as noted below. 


If the investigators give him either the fake 
scroll or the real scroll, he takes it without a sec- 
ond look—both look and feel right. He looks at 
his Orient Express timetable. ^Well, I see we are 
nearly out of range. I must depart.” 

He opens his valise, and from it pulls a 
length of ordinary braided horsehair rope, un- 
usual only in that it has been woven into itself, 


to form an unbroken loop several feet across. 
Murmuring a few words, he then picks up his 
valise, flicks the rope circle above his head with 
a curious gesture, then lets it drop over him; 
as it drops, he disappears, along with the chair 
around which it passed. 

It happens so swiftly that most diners do 
not notice. The waiter does, but his aplomb 
does not crack. “Gentlemen,” ће remonstrates, 
"what has he done with our chair?" 

The Duke, as the Jigsaw Prince, has a role to 
play in the penultimate adventure, "Blue Train, 
Black Night.” 


CONCLUSION 


If the investigators gain the scroll, allow each 
one 1D6 Sanity points. If they should kill the 
Duke, each gains 1D8 Sanity points for killing 
such a monstrous entity. If they somehow man- 
age to save one or both Wellingtons, allow an- 
other 1D4 Sanity points. 

The Baleful Influence of the Left Arm con- 
tinues to curse the owner. Perhaps that inves- 
tigator wrenches his or her left shoulder while 
lifting luggage onto the train? 


The delegation of Turks which was sent to Lausanne 
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Spell, 


BREW DREAM DRUG 


Cost: 4 magic points; 2 Sanity points. After the 
first, each additional draught made costs one ad- 
ditional magic point. Thus to make 5 draughts 
would cost a total of 8 magic points. 


Casting Time: Five hours 


This spell allows the magician to create a drug 
which facilitates entry into some world of dream. 
The drinker of a draught falls asleep very quickly, 
for about four hours; the subjective length of the 
dream may be long or short, and memories of 
the dream may be distorted. Importantly, all who 
drink of the same drug together are together in 
the dream. 


By the origin and proportion of the ingredients, 
the caster may make dream entry into a specific 
area correlative to the waking world, such as a spe- 
cific city, or to any random place or universe. 


A large number of herbs are used in its creation, 
some commonplace, others mystical and diffi- 
cult to find. The end result is a thin brown liquid 
which acts as a mild narcotic, making the mind of 
the user more relaxed and therefore more in-tune 
with the land of dreams, 


This drug does not concern the Dreamlands of 
Earth, and cannot be used to go there except by 
accident. 


GRAFT FLESH 


ENCHANT FLESH 
Cost: 10 magic points; 2D4 Sanity points. 


Casting Time: Five minutes 


It allows the caster to preserve and ensorcel 5 SIZ 
points of the skin and flesh of a victim. The flesh 
must be cut away with an enchanted knife and im- 
mediately thereafter the spell must be cast upon the 
skin. The block of flesh so-enchanted is now im- 
mune to most forms of damage (firearms still do 
minimum damage, enchanted weapons do normal 
damage). Furthermore, the flesh will age instead of 
the caster, adding one year to his or her life. 


Unless applied with a Graft Flesh spell, the en- 
sorcelled flesh lasts a number of weeks equal to 
one-fifth of the target’s POW; after that it loses its 
magical properties and goes the way of all flesh. If 
Grafted, the flesh lasts forever. 


Nominally, then, 10-11 such flesh blocks can com- 
pletely armor an average-sized human. 


This obscene variant of the Enchant Item spell 
was created by the Duke himself, combining 
teachings of the Skinless One with other magicks 
of the Mythos. Selim would kill the Duke for this 
spell, if he knew he had it. Only the Duke knows 
Enchant Flesh. 


Cost: 10 magic points; 2D6 Sanity points 


Casting Time: Two hours of chanting and prayer 


This spell allows the caster to graft a piece of Enchanted Flesh 
to his or her body, and have the flesh and its armoring effects 
last forever. The caster must remove from his or her own body 
a corresponding area of skin (costing 1D4 hit points) before 
the Enchanted Flesh can be Grafted. After the spell has been 
cast, the Enchanted Flesh properties become available to the 
user forever. 
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Statistics 


EDGAR WELLINGTON, Age 35 (looks 55), 


Occultist 
STR 60 CON 50 51770 INT 75 
POW65  DEX75 АРР55 EDU75 


Sanity 38 Build:1 Моуе:8 HP 12 


Damage Bonus: +104 

5096 (25/12), damage 1D3 + 104 

Dodge* 3796 (18/7) 

* [f attacked he will not defend himself. However, he will 
fight if William is threatened. 

Skills: Accounting 6096, Appraise 4096, Credit Rating 
4596, Cthulhu Mythos 7%, Occult 4096, Psychology 
1596. 

Language: English (own) 7596, French 6596, German 
45%. 


WILLIAM WELLINGTON, Age 28, Taxidermist 


Brawl* 


STR 50 СОМ 45 SIZ65 INT 45 
POW70  DEX70 АРРЗО EDU 60 
Sanity23  Build:0  Move:8 НРИ 


Damage Bonus: +0 

Brawl* 65% (32/13), damage 1D3 

Dodge* 3596 (17/7) 

* Attacked, all his frustrations seethe to the surface and he 
fights like a berserker, swinging until he drops. 

Skills: Stare Unnervingly 100%, Taxidermy 85%. 


Language: Understand English (own) 5096, Scrawl Note 
6096. Note, he is mute, and does not speak. 


MAXIMILLIAN von WURTHEIM, Age 
26, Confidence Trickster 


STR 60 CON 65 
POW75  DEX70 
Sanity 75 Build: 1 


SIZ 80 INT 70 

APP90 EDU 55 

Move:7 НР 14 

Damage Bonus: +104 

7596 (37/15), damage 1D3 + 1D4 

Dodge 35% (17/7) 

Skills: Credit Rating 4096, Charm 65%, Fast Talk 80%, 
Persuade 7596. 


Language: English 60%, French 5096, German (own) 
70%. 


Brawl 
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DUC JEAN FLORESSAS des 
ESSEINTES, Age 90 (looks 42), Duke/Tigsaw 


Prince 


STR 60 CON70  SIZ75 INT 90 
POW95 | DEX65  APP75(10) EDU 92 
Sanity 0 Build:il Move: 6 HP 14 


Damage Bonus: +1D4. 


Knife 75% (37/15), damage 1D6 + 1D4 
Sword Cane 70% (35/14), damage 1D6+2 + 1D4 
Dodge 50% (25/10) 


Armor: his body is enchanted. Melee attacks and 
weapons slide off his flesh without causing damage. 
Bullets do minimum damage. Enchanted weapons do 
normal damage. His head is vulnerable—any attack 
result which is 10% or less of the attacking skill per- 
centage does normal damage to the head, regardless 
of the kind of attack. 

Skills: Credit Rating* 90%, Cthulhu Mythos 30%, 
Dreaming 80%, Fast Talk 78%, Hide 50%, Occult 
75%, Oratory 55%, Sneak 45%. 

* The police of various cities suspect him of many crimes, 
all unprovable. 

Languages: English 70%, French (own) 92%, German 
80%, Latin 55%, Turkish 45%. 

Spells: Animate Skin*, Brew Dream Drug*, Control 
Skin*, Detransference*, Dominate, Enchant Flesh*, 
Enchant Item, Enchant Knife, Graft Flesh*, Melt 
Flesh*, Shrivelling, Voorish Sign. 

* new spells; most are found at the end of the Con- 
stantinople chapter. 

Sanity Loss: lose 2/1D6+1 for seeing the Prince’s body 
uncovered. 
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MILANO 1923 
Mole For Mofe 


Wherein the investigators learn of a darkness that has spread over this 
vibrant city, and the investigators locate the Torso during a less than 
hilarious night at the opera. 


by Bernard Caleo 


THIS AVENTURE ASSUMES that the inves- 
tigators arrive at least a day later than diva 
Caterina Cavollaro. Their visit to Lausanne 
causes the delay. The opening night for Aida, 
for which they have seats reserved, probably 
occurs the second night of their stay in Milan. 

If the investigators skip Lausanne and ar- 
rive with Caterina, the keeper must orches- 
trate her abduction from under their noses. 
If they are held up in Lausanne and arrive af- 
ter Cavollaro said that Aida was scheduled to 
start, postpone opening night until the inves- 
tigators can be there: no one will be inconve- 


nienced. Management doubtlessly postpones 
opening night in the hope that Signorina Ca- 
vollaro reappears. 


BROTHERS OF THE SKIN 


This chapter represents the first chance for the 
investigators to hear of the Brothers of the Skin, 
if they haven’t encountered them in the Gaslight 
scenario “The Blood Red Fez.” Thereafter, con- 
tinue to mention the name, as it becomes dra- 
matic: the players deserve to know that hereafter 
they must deal with the organization of mad- 
men whispered of by Prof. Smith in London. 
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PASSPORTS 


All travelers entering Italy must car- 
ry a passport, bearing a photograph 
of the passport owner. The wife and 
young children of a passport holder 
may travel on his passport. No visa 
is required for British travelers, but 
American passports require a visa 
stamp (which can be obtained in 
London, before departure). 


CUSTOMS 


Everything except used personal 
clothing is subject to duty, espe- 
cially food, tobacco, jewelry, new 
clothes, and playing cards. In prac- 
tice, small quantities of food and 
tobacco may be duty-free as a cour- 
tesy if declared. Prohibited imports 
include salt and saccharin. Firearms 
must be declared and require police 
permits, or customs retains them 
until a permit is obtained. A person 
carrying a firearm without a permit 
is liable to arrest. 

Although antiques can pass 
without difficulty, customs officers 
will attempt to prevent the removal 
of important artistic treasures: this 
may create problems for the inves- 
tigators as they take pieces of the 
simulacrum out of Italy. 


POLICE 


There are three levels of police in 
Italy: the Vigili; or metropolitan 
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KEEPER INFORMATION 


Caterina Cavollaro has been abducted by Mi- 
lan's chapter of the Brothers of the Skin. A 
gaunt, elderly man, one Arturo Faccia, heads it. 
Faccia met Selim Makryat in 1906 on a 
business trip to Turkey, and thereafter returned 
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police force whose jurisdiction is a 
single city; the Carbinieri or gen- 
darmes who may be found country- 
wide; and the Militi, or Fascist Mi- 
litia. Either the Carbinieri or Militi 
may carry firearms. 


MONEY 


The monetary unit in Italy is the 
lira (singular, lire plural), which is 
divided into 100 centesimi. In ab- 
breviation, the lira is written of 
as L or Lit. About 5 lire equal U.S. 
$1, or 25 lire equal 1 pound ster- 
ling. However the value of the lire 
is quite depressed, so that the local 
value of £1 is equivalent to L110 or 
more. In game terms, keepers could 
allow investigators to purchase 
black market goods at one-fifth of 
the usual price if paying in sterling, 
with a commensurate chance of be- 
ing caught and arrested. 


GOVERNMENT 


After the Great War, many Italians 
felt that the gains made during the 
war were thrown away over the 
treaty-table. Benito Mussolini ex- 
ploited this angry nationalism. In 
1919, he gathered together groups 
of youths and veteran soldiers into 
units modeled upon military com- 
mandos. Their official name was 


Fasci di Combattimento, but 
they became known from their uni- 
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forms as Blackshirts. Blackshirts 
were initially used to break strikes, 
and to harass Communists and So- 
cialists. This militancy would later 
turn against all non-Italians. Local 
police and officials often turned 
blind eyes to the Fascists’ activities, 
either in sympathy or from fear. 

In 1921, Mussolini formed the 
Partitio Nazionale Fascista (Na- 
tional Fascist Party). Initially they 
had relatively minor representa- 
tion in the parliament, but were 
very influential for all that, no oth- 
er party could form a government 
without PNF support. In October 
1922, Mussolini was made Prime 
Minister by Victor Emmanuel III. 
After changes to the electoral laws, 
the Fascists polled two-thirds of 
the vote in the 1924 elections. After 
the murder of a member by fascist 
toughs, those parties in opposition 
withdrew from parliament in pro- 
test. By January, 1925, Mussolini 
had assumed the title Il Duce, and 
was the dictator of all Italy. 

Mussolini's rise to power was 
opposed in Italy and overseas. In 
1926, at least three attempts were 
made on his life. In the last of 
these, the would-be assassin was 
stabbed and beaten to death by an 
infuriated crowd. 
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to Milan to draw a group of Brothers from the 


ranks of wealthy businessmen and politicians; 


Faccia owns several factories on the outskirts of 
Milan, which other Brothers now operate, ex- 
ploiting the workmen to the utmost. 

Faccia is obsessed with the power possible 
were the entire Sedefkar Simulacrum found 
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Central Station in Milan. 


and assembled, and has done all he can to lo- 
cate the piece that reputedly exists in Milan— 
mystics have repeatedly told him that one piece 
of the simulacrum is in, or has been in, or will 
be in the city. The persistence of these vague ге- 
ports has ignited his fantasies and whetted his 
appetites, and he has spent years in searching 
for the artifact. 

As he inexorably ages, he has come to be- 
lieve a local superstition. It is said that singing 
an aria along with the singer on the La Scala 
stage grants one's fondest desire. In his mad- 
ness, the simulacrum has come to mean im- 
mortality, and he has seized upon the La Scala 
superstition as the key. To improve his chances, 
he has seized Cavollaro's beautiful voice as well, 
using the spell Transfer Organ. 

(Cultists ordinarily transplant lungs, livers, 
kidneys, and so on— surgery otherwise impos- 
sible in the 1920s. Such life-saving transplants 
have allowed Faccia to convert Brothers who 
would otherwise have laughed at him. Thus the 
Milan chapter is composed of the middle-aged 
and elderly rich, whose generous contributions 
fund its ghastly activities.) 

Faccia sent his latest organ recipient На- 
vio Conti to the station, where Cavollaro rec- 
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ognized him as a patron of La Scala. Abducted, 
she was taken to a warehouse on the outskirts of 
the city, and there Faccia cast Control Skin on 
her to make her unrecognizably aged and hag- 
gard. He then cast Transfer Organ to exchange 
their lungs and vocal chords. Cavollaro remains 
alive so that Faccia can get his own voice back 
after the experiment. 

The two spells performed, Signorina Cavol- 
laro suffered both the loss of her appearance 
and her prized voice. The shock has left her 
temporarily insane, and an amnesiac. 

With his new ability, Faccia has decided to 
practice at night on the deserted streets, where 
the timbre of the echoes can be glorious. He too 
has tickets for the opening night of Aida, where 
he will sing the aria with the original star's 
voice, simultaneously with the understudy. 

Faccia is well-protected from inquiry by his 
reputation for commercial success. One body- 
guard, Benito Andriani, is not a Brother and 
knows nothing of the connection with the cult. 
Andriani will have the job of warning off the 
investigators if they intrude into Faccia's plans. 
Remarkably, Faccia has not much thought 
about what Benito thinks of Faccia’s new and 
svelte female voice. 
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Avriving In Milan 


The transition from open fields and farms to 
factories and houses can be seen from the win- 
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Events in Milan 1923 


Italy is in the midst of political change in 1923, 
as Benito Mussolini continues his rise to power. 
Milan was his base until his move to Rome in Oc- 
tober 1922, and the Blackshirts had their first rally 
here in 1919. In 1923 they are active in the streets. 
Reports from the period speak of them forcibly 
administering castor oil to those with socialist 
leanings or found drunk in public. The Fascist 
Voluntary Militia is formed on February Ist, 1923. 


Thus, investigators will see a rise of nationalism. 
Foreign visitors did not necessarily see this as a 
bad thing. In 1926 Rose Wilder Lane, daughter 
of Laura Ingalls Wilder, wrote of Mussolini "it's 
amazing, what he's done" Your players, knowing 
the history to come, may form a different impres- 
sion entirely. 
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dows of the dining car. As buildings become 
more numerous, the sky loses the deep clear 
blue present in the mountains. An overcast ac- 
cumulates. Fog and smoke obscure the outlines 
of an industrial city. A few patches of green 
appear and disappear abruptly—they are the 
scattered parks of outer Milan. Then the Orient 
Express pulls into Stazione Centrale, arriving at 
12:20 РМ. 


SYMPTOMS OF THE СҮТҮ 


The station looks like a bomb has hit it. Rubble 
lies about in heaps. Gray dust covers everything. 
The train stops, breathes its last gasps of steam, 
and all falls quiet. Nobody is on the platform: 
the station is remarkably empty. Eventually, just 
when the investigators begin to suspect Milan 
has become a ghost town, two drowsy-looking 
porters appear with baggage carts, and then 
subdued groups of people shuffle past to duti- 
fully welcome relatives and friends. 

If asked, a porter can explain that the new 
government has decided that the station's de- 
cor be substantially changed, and much of 10/15 
being pulled down before the upgrading сап 
begin. A successful Psychology roll, however, 
identifies the tenor of the city as very contrary 
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to the expected energy and bustle. What has 
happened? 


CATERINA CAVOLLARO 


No one seems to have much energy even for 
gossip, but that limited talk centers on Ca- 
terina Cavollaro. Though stories differ, most 
agree that when she disembarked from the 
Orient Express, a black car was waiting to 
collect her. She got in, and has not been seen 
since. The car was an Alfa Romeo, not unex- 
pected as the cars are manufactured in the 
northern suburbs of Milan. Rumor has it that 
the driver was an old flame of Cavollaro’s. Re- 
sponsible staff at La Scala are offended that 
she has now been in Milan for a full day or 
more, and has not yet arrived for rehearsals. 

By the late afternoon papers, the first fears 
that she has been abducted are being voiced 
(Milan Handout #1). 


THE SHELL OF THE CITY 


It is important at this stage that the prevail- 
ing atmosphere in Milan be apparent to the 
investigators. This first day should see them 


Opera Star Missing! 


Fears of Abduction 
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І 
Police have expressed fears that soprano | 
Caterina Cavollaro may have been abducted } 1 
from Milan's Stazione Centrale. The singer has 
not been seen since she alighted from the train | 
from Paris yesterday at 1pm. Since then she | 
has not returned to her apartment or attended — ' 
rehearsals at La Scala, where she is due to sing 1 
the part of Aida, which opens tomorrow night. 
Arturo Toscanini, music director of La Scala, has ! 
confirmed that he has had no contact from the 
singer since she departed Paris. i 
Police request that any members of the public — i 
contact them if they have any information on 
the whereabouts of Signorina СауоПаго. We | ! 
heartily urge all Milanese to join the search for || : 
our most beloved star. 
Џ 

Џ 
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Milan is the biggest city in northern 
Italy, the capital of the region called 
Lombardy, and after Naples the sec- 
ond-most populous city in Italy. 

Milan has a long and celebrated 
history. In the 4th century it was 
made capital of the Holy Roman 
Empire, and so was pivotal to the 
development of early Christian- 
ity. In the following centuries its 
power grew and it continued to 
dominate local politics, culminat- 
ing in the period from the 14th to 
16th centuries when the Visconti 
and Sforza dynasties created the city 
anew, expanding and rebuilding in 
accordance with long-term plans. Il 
Duomo, the magnificent cathedral, 
was begun in 1387. 

Milan's prosperity declined with 
the Spanish conquest of the 17th 
century and subsequent rule of the 
Hapsburgs into the 19th century. 
The advent of the Risorgimento 
(mid-19th century) and the unifi- 
cation of the regions of Italy into a 
single kingdom saw Milan develop 
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Mila 


once more into an intellectual and 
cultural focus of the country. By the 
1920s it was well-established as the 
center of big business in Italy. 

About 1890, Marxism was intro- 
duced to Italy, and it is illustrative of 
the ideological liberality of the Mila- 
nese authorities that papers such as 
Avonti!-Giornole Sociolisto could en- 
joy wide readership without fear or 
repression. 

As well as being receptive to new 
ideas, Milanese also enthusiasti- 
cally pursue the latest styles. Mi- 
lan is the fashion center of Italy, so 
there are (even for Italy) a seemingly 
disproportionate number of well- 
frequented clothing retailers in the 
central business district. 

In 1897-99 the Edison Co. in- 
stalled electric streetcar lines in the 
streets of Milan, which converge on 
the Piazza del Duomo much as ir- 
regular spokes about a central hub. 
The Duomo can be considered the 
very heart of Milan, its imposing 
beauty allowed space by the piazza 
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before it. The streets that lie close by 
are packed with four- and five-story 
buildings, giving the impression of 
a series of geometrically regular and 
intersecting valleys. 

Da Vinci's famous painting, “Тһе 
Last Supper, can be found in the 
church of Santa Maria Delle Grazie, 
a ten minute tram-ride from the Pi- 
azza del Duomo. The picture depicts 
the moment after Christ has uttered 
the words: “Опе of you will betray 
me, and the surrounding groups of 
disciples look suitably amazed. 

In 1923 Milan, much construc- 
tion is underway. Buildings are 
going up or are being extended. 
The Duomo is having a facelift 
and workers scurry up and down 
scaffolding lugging pieces of pink 
and white marble to be replaced 
or cleaned. Some of the multitu- 
dinous statues are being removed 
as well. On the outskirts of town, 
the University of Milan is under 
construction. 
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established not only in their rooms, but in the 
feeling of the city. 

The initial impression of emotional empti- 
ness increases. The investigators feel more and 
more that Milan is a hollow city, and that while 
the brick and mortar is sound, the flesh and 
blood is not. Milan has neither brashness nor 
vivacity. In the pale winter light, Milan is a gray 
city growing dimmer. The architecture and 
streets are impressive and imposing, but the in- 
habitants are unable to match such grandeur. 
Immaculately dressed, they start lightning-fast 
conversations, then languish into embarrassed 
silence after superficial topics (weather, work, 
health) have been touched upon. 


Dool 2 


The investigators see people slumped over 
cafe tables, exhausted; people leaning heavily 
against the walls and posts, crying; the break-up 
of couples and of old friends, turned to sullen 
anger; the open admiration of physical beauty 
changed to envy and sniggering lust. The con- 
trast between such spiritual poverty and the el- 
egance of dress is keen, and puzzling. But Milan 
is still incongruously fashion-conscious. 

A successful Psychology roll (or Medi- 
cine, in a pinch) indicates that the Milanese 
seem to suffer from a type of depression simi- 
lar to the delayed shock often experienced some 
months after someone very close has died. The 
shock coincides with the intellectual realization 
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Scenario Timeline 


DAY ZERO—The investigators and Caterina Ca- 
vollaro depart Paris. That night in Milan, Arturo 
Faccia performs Transfer Organ to save the life of 
ailing businessman Flavio Conti, killing unwilling 
lung donor Ennio Spinola іп the process. Buoy- 
ant, Conti and Faccia attend a function for opera 
patrons. 

DAY ОМЕ—Тће investigators alight in Lausanne 
at 7 A.M. In Milan, Ennio Spinola is found dead. 
Caterina Cavollaro arrives just after midday, where 
she is abducted by Conti, now a sworn acolyte of 
Faccia. That night, Faccia performs Transfer Or- 
gan again, and swaps her vocal chords with his. 
DAY TWO—The investigators arrive. Cavollaro's 
disappearance is the subject of gossip. The after- 
noon papers report her abduction. Investigators 
may look into her disappearance, and may visit La 
Scala or il Duomo. They may also become aware 
of the killing of Spinola. That night, Faccia is 
heard singing with Cavollaro's voice. 

DAY THREE—Aida opens tonight. Investigators 
may continue their investigations during the day 
at La Scala, with new information from the morn- 
ing paper. That night the Torso appears on stage. 
DAY FOUR—Investigators are assumed to depart 
on this day at 1 P.M. Later that day Faccia is found 
dead on the roof of il Duomo; the story will be 
published the day following. 
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that the beloved has really gone. As they move 
through the city, the investigators perceive this 
everywhere. 


THE CAUSE 


This is all the effect of the simulacrum Torso. As 
the largest piece of the simulacrum, its effects 
are felt even in isolation from the rest of the 
parts. It has been in Milan six years, since Paolo 
Rischonti, props buyer for La Scala, bought it at 
the closing-down sale of a Parisian dressmaker, 
acquiring six wooden sewing forms at the same 
time. 
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It has been used by the costumers at Га Sca- 
la since, who admire it for its solidity but not 
for the way it resists pin-sticks. Because of its 
hefty construction it has been removed from 
the costumers' room to be used on stage, in Act 
1, Scene 2 of Aida. 


Searching lor (Caleria 


Little can be learned about Signorina Cavol- 
laro’s disappearance, but their brief friendship 
with her may compel the investigators to learn 
what they can. 


STATION PORTERS 


At Stazione Centrale, the investigators can talk 
with a porter who helped Cavollaro with her 
luggage. A man waved to her from an Alfa Ro- 
meo RL, the latest model. She approached him 
and, after a brief conversation, turned back to 
wave to her entourage and then got into the au- 
tomobile. Her manager collected the luggage, 
rolling his eyes. 


CAVAROLLO'S APARTMENT 


Cavollaro has a luxurious townhouse on via 
San Carpoforo. Her maid Ysabel is distraught, 
as there has been no word from the missing 
star. Persuade or Charm convinces her of the 
investigators noble intentions and gains ad- 
mittance. Ysabel affirms that her mistress is 


Arturo Faccia 
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Reference 
. Castello Sforzesco 
. Arena 
. La Galleria Vittorio- 
Emanuele 
Milan Cathedral & 
Piazza del Duomo 
. Teatro alla Scala 
. The Hotel де la Ville 
. University of Milan 
. The Caffè Cova 
. The Grand Hotel 
Marino et National 
. Hotel Cavour 
. Convent of Santa 
Maria delle Grazie 
- Stazione Centrale 
. Stazione Dora 
. Conti's Apartment 
. Caterina's Apartment 


'To 'The Abandoned 
Warehouse in Portello 


. Faccia's Mansion 


certainly prone to sudden and passionate de- 
cisions (a fact to which the investigators can 
attest), but that this performance at La Scala 
meant the world to her. Ysabel refutes the claim 
that Caterina had gone off with an old flame. 
It is her belief that she would only have gotten 
into the car if it was related to the opera. A so- 
prano is often treated by the opera or feted by 
its wealthy patrons. 


THE POLICE 


Credit Rating or Persuade rolls are required 
to convince the police that the investigators 
are personal friends and may be of assistance. 
Be careful; pushing the roll and failing would 
certainly implicate them as suspects. In truth, 
the police are glad of any assistance. They will 
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summarize а! of the facts above. They believe 
that the man in the car was known to Cavol- 
laro, and that the disappearance is genuine. 

A small protest is taking place outside the 
Milan police station. Six workers hold signs 
reading JUSTICE FOR ENNIO SPINOLA. If 
asked, they talk about the killing of automo- 
bile worker Ennio Spinola (Milan Handout #2) 
whose body was found yesterday in Portello. 
The police have not yet released the body back 
to the family. The workers believe that Spinola; 
a union man, was killed by fascists. (This paral- 
lel mystery is discussed in the section *Death of 
а Unionist.”) 

Soon after this discussion, a group of Black- 
shirts arrive to move the workers on. 
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PATRONS 


The investigators may think to pursue the sug- 
gestion that Cavollaro may have trusted a pa- 
tron of the opera. With this thought in mind, 
investigators note a story in today's paper about 
a special preview for patrons (Milan Handout 
#3). For more on Flavio Conti, see the section 
“Death of a Unionist.” 


LA SCALA 


Enquiries at La Scala are covered in the section 
on page 221. 


(cae di Milane 


Following sub-sections describe major land- 
marks utilized in this scenario, including il Du- 
omo and la Galleria Vittorio Emanuele. 


LA GALLERIA VITORRIO EMANUELE 


This beautiful arcade opened in 1877. Soon af- 
ter, its designer Giuseppe Mengoni plunged to 
his death from the arch that overlooks the Pi- 
azza del Duomo. The Galleria is of cruciform 
arrangement and covered by a hemicylindrical 
construct of steel and glass. There is a central 
dome of the same materials. The walls are three 
tall stories high. 

The long arms of the Galleria connect the 
Piazza del Duomo to the Piazza del Scala; these 
three architectural achievements form the “cen- 
tro di Milano.” 

There are several cafes in the Galleria, Biffi’s 
being the most famous. Other shops are occu- 
pied by retailers of clothes, leather goods, jew- 
elry, books, etc. The Galleria is always crowded, 
but the investigators notice the people’s apa- 
thetic movement. 


THEIR HOTEL ROOMS 


As promised, Cavollaro booked beautiful rooms 
for the investigators, right above Biffi's on the 
third floor, at the crux of the Galleria. She wired 
ahead for the rooms. 

From their balconies the investigators see 
Milan coming and going below, faces bowed, 
brows furrowed. Above, a mural pictures an- 
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Automobile Worker 
Murdered 
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! The body of automobile worker Ennio р 
| ° Spinola was discovered today іп a laneway off " | 
1 . . 1 
' Via Tavazzano іп Portello, not far from the Alfa 
! Romeo factory where he worked. Spinola had  ! 
been stabbed to death. | 
| Police are pursuing enquiries among workers Д 
‚ in the area. Spinola was an active unionist, and i 
Џ . . . І 
' is reported to have been arguing about union — : 
| matters with other workers in recent days. | 
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cient Egypt—a man approaches a seated wom- 
an. Just yards below this, and set all around the 
Galleria's walls, is statuary. 

Their rooms have shelves of guide books to 
the main attractions of Milan — “The Last Sup- 
per" the Sforza Castle, the many churches and 
gardens, the glorious cathedral, even a book re- 
garding Teatro alla Scala, the opera house. 

This last is well-thumbed. It attributes to 
Verdi the belief that singing along with an aria 
at La Scala can cause one's fondest wish to be 
granted. The book contains drawings and il- 
lustrative photographic plates. One, pertain- 
ing to costume design, includes a picture of a 
small woman arranging a suit of armor on a 
large dummy. Though the investigators have no 
way to know, the dummy is the Torso from the 
Sedefkar Simulacrum. 


ILDUOMO 


This huge Gothic cathedral took 500 years to 
build, starting in 1387. The facade houses five 
sets of massive double doors and is 240 feet 
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MILAN HANDOUT #3 


A Welcome Return 


Flavio Conti was a welcome face at last 
night's party for patrons and supporters of 
La Scala. Mr. Conti has been unwell in recent 
months with some erroneous reports that he 
was afflicted with tuberculosis. It was clearly 
a much less serious complaint. Mr. Conti 
has made a complete recovery and was the 
life of the party. Also present were fellow 
opera patrons Mr. Nunzio Tocci, Mr. and 
Mrs. Matteo Sorrenti, Miss Angela Susco, Mr. 
Arturo Faccia, and Mrs. Serena Spagnolo. 

The company were entertained Ьу 
selections from this week's opera Aida, as 
performed by members of the cast. Rosario 
Sorbello accompanied on the piano. It was a 
most glittering occasion. 


across and twice again as long. The great, squat 
base rises to the astonishing delicacy of 98 
spires, a nimbus of needle shapes straining to 
the sky. The pink and white marble enhances 
the movement toward heaven. 

Inside the cathedral, 52 pillars support 
a roof that covers sarcophagi, shrines, fonts, 
pews, and areas of colored light streaming in 
via the stained windows. 

In daylight hours, one can reach the roof by 
stair, and from there Milan can be viewed spread 
out, orderly and untroubled. In warmer weather 
Arturo Faccia spends hours here, gazing out over 
the city which he increasingly owns, wondering 
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beneath which inscrutable roof hides the prize of 
a portion of the simulacrum. 

Before the Duomo is the Piazza del Duomo, 
a tiled open area the size again of the cathedral. 
The Piazza is a meeting place for locals, tourists, 
and pigeons alike. To one side of the Piazza an 
arched entrance opens into the Galleria. 


In the Cathedral 


Il Duomo is the heart of Milan, and the Mila- 
nese come here to pray for the safe return of 
their favorite daughter. Locals can be seen 
heading into the cathedral holding candles 
and framed photographs of Caterina. The in- 
vestigators may be inspired to enter the mag- 
nificent cathedral to light a candle for the 
missing soprano. 

In the Duomo, the investigators are seized 
upon by Father Angelico, always eager to prac- 
tice his English. He shows them the wonders 
of sculpture and architecture which the build- 
ing boasts. Angelico is a large-boned, vigorous, 
broad-faced man who seems as much athlete as 
priest, but a disconcertingly sensitive streak is 
apt to reveal itself at any time. 

As the tour goes on, like most Milanese 
these past few years, Father Angelico loses ener- 
gy and enthusiasm. Finally, near tears, he apolo- 
gizes to them for his weakness, and out tumbles 
his theory of the Collapse of Milan. ^We Mila- 
nese have lost much faith in the One True God. 
Our lack of animation stems from a soulless de- 
votion to appearance instead of substance. In 
these dim days, we worship actors and singers. 
As attendance at mass declines, La Scala's audi- 
ences increase. La Scala is the house of evil!" Be- 
wilderingly, he breaks into tears. 


THE THREE CRONES 


Other people in the cathedral are in tears. Near 
the doors stand three tiny, ancient women in 
black who work at the costume department at 
La Scala. Weeping, they light candles for.Ca- 
vollaro’s return, whose picture they proceed to 
hang from a votive rack. They have no English, 
but can be followed to La Scala or questioned 
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in Italian with the help of Father Angelico. If 
questioned concerning evil at La Scala, they 
glance at one another and cross themselves, 
but will not be drawn out any further. Keepers 
so-inclined might allow a Know roll here: is it 
coincidence that to cross oneself, one touches 
each extremity of the torso? 


A CRAZY OLD MAN 


As the investigators turn to leave the cathe- 
dral, they hear clucking sounds. An old man 
has gone to his hands and knees beside a pillar, 
obviously looking for something. If they ask to 
help, he is startled and stands suddenly—a glass 
jar tumbles from his coat to the tiled floor, shat- 
tering and scattering its contents, which consist 
entirely of dead butterflies and moths. 

The man, thin and well-dressed, hurries 
away. If the investigators remain, they see a cha- 
meleon appear and feast on the insect banquet, 
its independently-moving and strangely-scaled 
eyes maintaining constant vigil. Then it slips 
behind a person or a font and disappears. 

The old man is Arturo Faccia, Caterina's ab- 
ductor and the leader of the Milanese chapter 
of the Brothers of the Skin. He and his pet cha- 
meleon rendezvous later on the roof. 

If the investigators make a fuss chasing ei- 
ther Arturo or the chameleon, priests move 
to restrain them. By the time the investigators 
make plausible excuse, man and lizard are safe- 
ly away. 


AX Момент Ерізоге 


As the investigators prepare for bed, Caterina 
Cavollaro's voice echoes through the halls of the 
Galleria singing "Ritorna Vincitor" the same 
aria from Aida that she performed on the train. 

The investigators may follow the sound out 
of the Galleria. Others follow it too. Police and 
groups of people run down narrow streets and 
into piazzas, but the tall buildings and cobbled 
streets make it difficult to discern from where 
the sound comes, though everyone hears it. 

А successful Listen roll causes the inves- 
tigators to turn into a particular alley. As they 
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move down the dim, narrow street, a dry scut- 
tling sound attracts their attention; a successful 
Spot Hidden roll reveals a chameleon lurking 
in the shadows. The creature diverts attention 
from Faccia, for it is he singing, and allows him 
to evade the investigators' notice. 

The aria is heard a few more times that 
night, but stops after a while. Everyone goes to 
sleep. That night, they dream of singing rep- 
tiles. 


Death of a Unionist 


Caterina Cavollaro is not the only victim to 
donate body parts to the Milan chapter of the 
Brothers of the Skin. 

Businessman Flavio Conti was suffering 
from tuberculosis, and destined to die. Arturo 
Faccia offered him a second chance at life, and 
in doing so recruited him into the cause, con- 
vincing him to abduct Cavollaro at his behest. 
Faccias men chose troublesome union man 
Ennio Spinola as an apt donor of a new pair of 
lungs for the ailing Conti. 

Faccia transplanted Spinola’s lungs into 
Conti the night before Caterina’s abduction. 
Spinola was left to bleed to death, and dumped 
in a laneway near the warehouse where the cer- 
emony took place. 

The investigators may be too busy look- 
ing for Cavollaro and searching La Scala to fol- 
low this clue trail. If the case of Ennio Spino- 
la is never solved, rest assured that he will be 
avenged soon enough. 


INVOLVING THE INVESTIGATORS 


The investigators may hear of Spinola's case 
from several sources: 
> Protestors outside the Milan Police 
Station hold signs saying JUSTICE FOR 
ENNIO SPINOLA, as described above 
in the section Searching for Caterina. 
> They may be attracted to the 
newspaper article (Milan Handout 
#2) after hearing that Cavollaro was 
abducted in an Alfa Romeo. 
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> Overhearing conversations 
from young dissenters, perhaps 
speaking furtively in a cafe. 


THE BODY 


Spinola's body has not been returned to his 
family. Investigators who have no apparent so- 
cialist leanings and who have already impressed 
the police with their interest in the Cavollaro 
case (or show similar credentials via Credit 
Rating, Persuade or Medicine) are able to talk 
to the detective in charge of the case. 

The detective covers the known facts, and 
outlines his theory that the murder was a re- 
sult of tensions within the union. However, the 
interesting fact is that Spinola was suffering 
from advanced tuberculosis. The detective is 
not clear how the man could have so aptly per- 
formed his duties at the Alfa Romeo factory. He 
was stabbed in the back, with wounds around 
his lungs. (These were in fact as a result of the 
Transform Organ operation. Spinola was left to 
bleed out.) 


THe Murper SCENE 


Investigators may wish to travel out to Portello 
to look for clues where the body was found. The 
location is listed in the newspaper report, and 
locals can guide them to the place. They report 
that the police made little effort in the investi- 
gation, as compared to the current hunt for the 
missing opera singer. The death of a socialist 
did not command any such effort. 

Spinola’s body was found in a lane be- 
tween a row of warehouses. Spot Hidden rolls 
discern blood on the cobblestones where the 
body was found. Track rolls or Hard Spot 
Hidden rolls uncover further overlooked 
blood spots leading towards the spot. The in- 
vestigators can follow these two streets back 
to an empty warehouse. 

The warehouse is locked, but the area large- 
ly deserted, and entry can be gained via Lock- 
picking or Strength rolls. Inside the warehouse 
is a gloomy maze of dusty crates. In the center 
is an open space with a stone slab in the middle. 
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There are bloodstains on the slab, and outlines 
can be seen where two bodies lay side by side. 
Spot Hidden detects tiny reptilian footprints 
tracking through the blood. (These were made 
by Faccia’s chameleon, and a Natural World 
can suggest as much.) 

The investigators can learn the name of the 
company who the warehouse is registered to, 
either by local or government enquiry: Conti 
Machine Parts. The owner is Flavio Conti. 

With that name as a trigger, the investiga- 
tors recall seeing his name in the newspaper 
this week (Milan Handout #3, if they have not 
already seen this story). 


СомтРу APARTMENT 


The investigators can learn Conti’s address via 
the Milan directory. He has an apartment near 
via Torino. An Alfa Romeo RL is in the garage. 

Conti is a thin man in his late fifties. The 
ravages of tuberculosis have left him with a frail 
physique, but his cheeks are now flushed with 
health as Spinola’s lungs power his body. He 
has all the windows in his apartment open out 
of the sheer novelty of breathing the air, much 
to the chagrin of his servants. He is disheveled, 
and the top three buttons of his shirt are un- 
done. Spot Hidden glimpses fresh scarring on 
his chest. 

Conti revels in his new health, but is wor- 
ried about the fuss over the disappearance of 
the opera singer and his part in it, and his brain 
is reeling from some of the mysteries of the 
Skin since revealed to him. He has not left his 
apartment since the story broke. Psychology 
reveals his nervous tics, allow a bonus die as he 
is cracking under the strain. Conti will not give 
up the name of his benefactor, Arturo Faccia, 
even if arrested for the abduction of Cavollaro. 
He has been impressed with what will happen 
if he does. 

Conti has a .38 revolver, and greets any visi- 
tors seated at his desk, with the weapon in an 
open drawer by his right hand. Не is likely (о 
draw and fire out of sheer panic if the investiga- 
tors press him. 
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Should the investigators defend themselves, 
Conti is so frail that he is likely to sustain a mor- 
tal wound. Dying, he looks in amazement at his 
blood. “I cannot die... a Brother of the Skin... 
lives... forever...” 

A search of Conti's desk uncovers an Orient 
Express timetable, with the Milan arrival time 
circled. His diary lists his business contacts. The 
most recent name and number is for “Faccia”. 

A search of Conti reveals fresh scarring 
around his lungs. If the investigators conclude 
that an impossible transplant has taken place, 
they should roll Sanity (0/1D4). 


FAcciA's MANSION 


The evidence from Conti's desk combined 
with the society article (Milan Handout #3) 
may give the investigators the name of Arturo 
Faccia, and lead them towards a confrontation 
with him prior to the premiere of Aida. 

Faccia has an imposing neo-Renaissance 
style mansion on Via Gesü. Keepers may wish 
to stage a showdown there. However, it is more 
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likely that Faccia is hiding out at his northern 
warehouse prior to the big night. There may 
not be sufficient time to track down Faccia be- 
fore the fateful aria is sung. 


E Seala 


Piazza del Scala is accessible via the Galleria, 
and has as its centerpiece a large statue of Mi- 
chelangelo. La Scala itself is a bland-looking 
building from the outside—the famous opera 
house is merely large. 

The investigators may visit La Scala several 
times, perhaps on Day Two and again on Day 
Three (opening night). For the keeper’s conve- 
nience, all information pertaining to the opera 
house is presented in this section. 


ENTRY 


The front doors are locked until opening night: 
The best way in is through the stage door, to be 
found at the back of the building. Here a-Fast 
Talk or Persuade convinces burly Marco. the 
doorkeeper to allow the investigators in. 
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Spell, 


TRANSFER ORGAN 


Cost: 1D8 Sanity points, 5 points of POW and 63 
magic points. Both participants lose 1D8 Sanity, 
or 1D10 if unaware the transference was to take 
place. 


Time taken: One hour 


This spell replaces any human internal organ with its 
equivalent from another human, with the exception 
of the heart, which it cannot move or trade. This ef- 
fect is permanent. 


A living donor must be at hand; for the effect of the 
spell, it is inconsequential whether or not the donor 
agrees to the procedure. 


A paste is made of blood from both participants, 
mixed with a little chameleon saliva. Then donor, re- 
ceiver, and caster are surrounded by a group who link 
hands and recite an ancient poem; their words direct 
from them exactly 63 magic points drawn in nearly 
equal amounts from each chanter. This energy keeps 
the subject alive during the organ movement. One of 
the participants can be the receiver or the donor. 


Using the paste, the spell-caster draws a symbol of the 
organ to be transferred on the respective chests of the 
participants. After an hour of meditation and visu- 
alization, the caster delves his or her hands into the 
donor body where the lines are marked. Pinching off 
major vessels and connecting tubes between thumb 
and forefinger, the organ is lifted out and placed on 
a circular stone table. This is repeated for the other 
person, then the parts are installed in their new bodies 
and sewn into place. 


CONTROL SKIN 


Cost: 5 magic points, 1D6 Sanity points. By spend- 
ing 30 magic points, the entire body can be 
controlled. Ordinarily the spell affects the skin 
for 15 minutes, after which the skin reverts to its 
natural state; if 5 POW is expended along with 
the 5 magic points, the spell is permanent until 
undone with a second casting. 


Casting time: 2 rounds. 


This spell allows the caster to meld, bend, and alter 
the skin of one general body area per casting. Areas 
correspond to the parts of the Sedefkar Simulacrum: 
head, torso, right arm, left arm, right leg, left leg. The 
spell can change the appearance of a body area or 
areas enough to make an individual unrecognizable. 
The caster must succeed in an opposed POW roll 
unless the target is willing. 


The Brothers of the Skin use the spell as reward, 
punishment, and tool. It is essential to them. 


КАТА АЛА А/Д МАМА МИ ANNAN ANNAN AANA AANA? 


BACKSTAGE 


Inside, the investigators soon lose sight of the 
stage door as strange sights intervene: a ten- 
foot-high wooden nose against a wall, which 
will be gone the next time they pass this way; 
pharaohs sit smoking cigars and playing cards; 
a trail of stage blood leads underneath a door. 
Sounds also echo along these walls: sets being 
built, singers exercising their throats, instru- 
ments being tuned, orders shouted and coun- 
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termanded ... activity is frantic as performance 
times nears. 

The mood of the cast and crew is a mixture 
of sadness and confusion over the loss of their 
star, anticipation of great things done, and pre- 
performance excitement. Groups gather to cry 
or to sing together, creating oases and vortices 
of sound that wash and intermingle along the 
corridors, starting and vanishing as suddenly as 
a desert stream. 


Horror on the Orient Express 


Pictures of Cavollaro are stuck up every- 
where, garlanded with roses and ribbons; it is as 
if the singer stares accusingly from every wall, 
every door. Members of the cast press their lips 
to these shrines as they pass, worshiping these 
icons as fervently as Father Angelico feared. The 
investigators are continually being run past, or 
shoved aside, or wailed at by wild-eyed singers 
as they carry on in the tradition of Italian grand 
opera. 

Far from windows, vents, or outer doors, 
the atmosphere becomes increasingly surreal. 
A row of plaster limbs are dragged past, tied 
on a long rope, bumping and scraping. A huge 
chariot wheel covered in paste jewels suddenly 
rolls down the corridor, threatening to knock 
down the investigators (successful Dodge rolls 
to avoid losing a hit point). Egyptians sporting 
horrific battle wounds stroll by, cheerfully sing- 
ing and chattering in torrents. Then a landslide 
of severed wooden heads cascades down a dark 
corridor, and forces the investigators down an 
even darker passage. In the distance the squeak 
of wood against plaster sounds like giggling. 

Only a Luck roll at Hard difficulty keeps the 
investigators from becoming lost. Once they are 
lost, anything less than shouted demands for 
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help are ignored. They feel that they are adrift 
in a madhouse, where the laws of reality have 
changed, that they are intruding on a world ob- 
sessed by its devotion to artifice and trickery. 
They are behind the scenes, party to the clock- 
work demon of art. 

After a third group of slaves in foil chains 
skip past, or after a sidelong glance reveals a 
baleful eye as big as a dinner table glaring at 
them between the curtains, each investiga- 
tor must receive a Sanity roll (lose 0/1 Sanity 
points) to resist the idea that their search has 
no significance or importance, that the theater 
is reality, and that illusion is the goal to which 
all activity is directed. 


THE MUSIC DIRECTOR 


The investigators may present themselves as 
friends of Cavollaro who are looking into her 
disappearance. Credit Rating or Persuade will 
grant a brief audience with Arturo Toscanini, 
the music director. He has had no contact with 
the star, and while he regrets the absence, he 
must open as planned, with the understudy in 
the role. However, he is interested in any news 
of the singer, and will grant the investigators 
limited permission to remain and ask questions 
of the staff, up until the time of the production. 
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The investigators may ask about 
the car which collected Cavollaro 
from the station. Toscanini affirms 
that no car was sent by La Scala. 

The investigators may enquire as 
to who else might be connected to 
the opera. Toscanini says that La Sca- 
la's business is Milan's business, and 
the opera has many employees, mu- 
sicians and patrons. 


PAOLO RISCHONTI 


Rischonti is quoted in the newspaper 
article which appears on Day Three 
(see Milan Handout £4). If the in- 
vestigators seek him out by name, or 
by asking for the stage manager, he 
15 backstage directing a hundred last- 
minute jobs. He can speak briefly but 
is obviously very busy. 

If asked about the ‘costumiers’ 
curse’ mentioned in the article, he 
will explain. In the last six years, La 
Scala has not been able to keep a cos- 
tume designer for more than three 
months. Every new person fell ill, and 
furthermore suffered profound disil- 
lusionment with the falsity and fa- 
cades inherent in the theatrical arts. 

The illnesses include consump- 
tion, pneumonia,  gastroenteri- 
tis, asthma, appendicitis, and in a few cases 
a strange dermatitis on the chest. Manage- 
ment has done everything possible, but has 
never pinpointed the cause of these mala- 
dies. They are overjoyed because the most re- 
cent appointment has displayed no symptoms, 
and indeed seems as immune as the three old 
women who have worked in the costume de- 
partment for more than fifty years. The new 
woman, Luisa Visconti, has been at the job for 
four months now. 

Now the bad luck has moved on, culminat- 
ing in the abduction of the great diva, Cateri- 
na. Rischonti thinks it is a bad idea to go ahead 
with Aida. 
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Behind the facade lies a dark and suffocating atmosphere. Scenes of frenetic 
activity, alternating with a deep depression. 


THE CosTUMERY 


Anyone can give simple-seeming directions to 
the costume department: a left, a right, up three 
levels and you're there. To get there though, the 
investigators must weave their way along nar- 
row corridors lined with anonymous doors, 
climb rickety flights of stairs, and make choic- 
es at intersections neglectfully unmentioned 
by their guides. Nonetheless, the journey to 
the costume department is a respite from the 
backstage madness—at least the people here 
are stationary and quiet. 

The costumiers' room is the size of a Pull- 
man carriage, filled with material, pins, de- 
signs, and cotton. The costumes are stored else- 
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where but manufactured here. Six dressmaker's 
dummies are adorned with costumes in vari- 
ous states of development. If the dummies are 
inspected, all six are wooden. 

Four women work here. One is young, Lu- 
isa Visconti; she smokes and draws at a desk. 
The others are the three elderly women—an- 
cients dressed in black who busy themselves at 
the dummies like dwarves dressing magicians 
and princesses. They are tiny (SIZ 30) and 
work nimbly. The investigators may already 
have met them at il Duomo. 

Visconti will talk to the investigators, and 
speaks English, but her mind is on her designs. 
She is aware of the turnover of staff; in the last 
few years more than twenty have left, one af- 
ter the other. She is proud to have remained in 
good health long past the time that the others 
averaged. 

It is chilly in here. At the back of the room, 
a successful Spot Hidden reveals a door ajar, 
MILAN HANDOUT #4 


Cavollaro's 


Disappearance: 
Another Tragedy? 


Arturo Toscanini, music director of La Scala, 
announced today that Aida would open tonight 
with understudy Maria Dimattina appearing in 
the title role. 
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Tonight's performance is booked out, but the 
opera is scheduled over the next four weeks. 


opening to a fire-escape landing bathed in 
weak sunlight. Visconti complains that it never 
closes properly. 

Visconti can act as translator for the three 
old women. The trio speak in a simultaneous 
jumble of voices. They tell the investigators that 
the six dummies plus an absent seventh are 
“new” (six years are few if you've worked in the 
place for fifty years). The seventh dummy, the 
big one, has been taken downstairs somewhere 
and they're glad. Though it had no physical ef- 
fect on them (they are too old and too sure of 
themselves) it makes them feel uneasy. Still, it 
was very useful. Costumes made on it never 
seemed to need adjusting. 


FURTHER SEARCHES 


The lower levels are closer to the stage. The Tor- 
so cannot be found in the ever-increasing hub- 
bub and activity. Though stagehands may say 
that the dummy was thrown out, or bought by 
a collector, or mangled in an accident, the props 
manager knows exactly where it is—protected 
from the bustle behind enormous backdrops 
and destined for prop glory tonight. Alas, he is 
desperately busy, and no one else the investiga- 
tors ask knows that. 

Eventually Marco finds the investigators 
and throws them out, as they seem to obstruct- 
ing preparations. He tells them to get tickets 
and come back on opening night. Luckily, they 
already have some. 


BENITO'S ORDERS 


If the investigators have been at all upsetting to 
Mr. Faccia, backstage provides perfect oppor- 
tunities for his bodyguard, Benito Andriani. He 
attempts to conclude all investigations rather 
messily. Hurtling prop spears, falling sandbags, 
and collapsing curtain bars might be used to 
permanently dissuade investigator зпоорз. If 
captured, Andriani could lead the investigators 
to Faccia. 
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The Ре ie рппапсе 


In the morning, all the investigators who went 
to La Scala the previous day wake up with irri- 
tated checkerboard rashes across their stomachs 
and backs. This rash heals each day the victim 
remains away from La Scala, and worsens each 
time they return. 

The mural set into the wall of the Galle- 
ria above their rooms seems to have been van- 
dalized; now the Egyptian woman appears to 
scream at the approach of the Egyptian man, 
who now has something like a small monkey 
ог cat painted as sitting on his shoulder. The 
mural is high above the balcony and cannot be 
accessed without climbing, in full view of the 
shoppers below. Closer inspection is not possi- 
ble. Later in the day, the investigators return to 
see the mural as they saw it originally, the day 
before. Was the perception from this morning 
a trick of light, or some indefinable influence? 


THE NEWSPAPERS 


The newspapers are full of Cavollaro's disap- 
pearance: CAVOLLARO ABDUCTED, OPERA 
STAR MYSTERY, GIVE AIDA BACK! 

The stories include reports of last night's 
singing, with speculations and interviews. Of 
particular interest is the following: (Milan 
Handout 44, on previous page.). 


Return To LA SCALA 


The investigators might go to La Scala during 
the day. This may be their first visit, or a return 
visit to speak to Paolo Rischonti after reading 
today's newspaper article. 

As the day draws to a close, they will even- 
tually be asked to leave La Scala. The show must 
go on, and it is opening night tonight. 


Opening Night 


Some 3,000 people eddy in the piazza, at the 
ticket windows, in the foyers, and in the salons 
of La Scala, but they make none of the animat- 
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MILAN HANDOUT #5 


Milanese Man 
Murdered 


Police revealed this morning that prominent 
Milan businessman Arturo Faccia was two 
nights ago the victim in a bestial slaying, in a 
seemingly isolated incident. 


He had been at La Scala with friends for the 

opening night of Aida and had gone back- 
stage to congratulate performers when he 
became separated from his companions. 


His mutilated body was discovered late yes- 

terday by workmen on the roof of our ca- 
thedral. An official at the diocese stated, “It 
is impossible for anyone to get up there at 
night. This is the Devil’s work.” 


Milan police would not describe the wounds 
sustained, repeating merely that they seem 
the work of a deranged degenerate. Residents 
of the city are warned to exercise caution at 
night. 


Signor Faccia was a widower, without chil- 
dren. He had recently returned from a busi- 
ness trip to Turkey. 


ed chatter and gossip usual to opening night. 
These Milanese have dressed in black. They 
speak in hushed tones, and avert their eyes. The 
tone of the evening is funereal. 

The bells ring and the somber crowd moves 
to seats and boxes. The investigators remain on 
the ground floor, front row center. 

From the central chandelier, in which a 
dinner party could be comfortably held, to the 
six tiers of boxes which soar up to the shallow 
domed roof, to the sixty feet of crimson curtain 
that veils the stage, everything is of epic pro- 
portions. It is impossible not to feel dwarfed, 
and a little awed, by this place. The investiga- 
tors should feel very small, indeed of the wrong 
scale. 

Ask where the investigators will take up 
position. Some will be glad to take their seats, 
but others may wish to sneak backstage us- 
ing Stealth so as to be closer to the action. The 
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boldest may even use Fast Talk or Disguise 
to get themselves a role as an extra. The tenor 
playing Radamés takes an instant liking to any 
male investigator-extra, sensing him as a man 
of action. 


THE BEST SEATS IN THE HOUSE 


It takes a full five minutes for investigators who 
plan to view from the auditorium to get to the 
front row. Their seats are immediately before 
the orchestra, who by means of squeaks and 
strums and blurts are tuning their instruments. 
At eight sharp, the conductor taps the po- 
dium with his baton, a thin sharp sound that 
finds every corner of the hall. The music begins, 
a melody familiar to the investigators from Ca- 
vollaro's impromptu recital aboard the Orient 
Express. The curtain bunches up and up, and 
up, to reveal on stage a great hall of ancient 
Egypt. Priests sacrifice plaster lambs at the feet 
of a statue of Isis, whom they petition to choose 
a new Egyptian leader. Young warrior Radamés 
sings of his hope to be chosen, and also that, 
upon his return from the fight against the Ethi- 
opians, he may ask Aida (a captured Ethiopi- 
an slave, handmaiden to the Egyptian King's 
daughter) to marry him. Little does he know 
that Aida is a princess herself, the daughter of 
the Ethiopian king and leader. Radamés is cho- 
sen as the new Egyptian leader and the priests 
take him away to be presented with his armor. 
Aida's tortured aria "Ritorna Vincitor’, the 
one that the investigators by now know so well, 
begins. The understudy Dimattina starts with 
none of the vocal power or presence of Cateri- 
na, but suddenly the whole opera house begins 
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to hum with the resonance of the song. Every- 
body seems to be singing the piece themselves. 
Everybody tonight seems to have a secret wish. 

Gradually, however, the investigators dis- 
tinguish unmistakably the voice of Caterina 
Cavollaro herself, quite close to them. A Lis- 
ten roll indicates that it is coming from beside 
them, over the central aisle. 

There is a tall, elderly man, whom the in- 
vestigators may recognize from the Duomo. He 
has a scarred neck. He sings in exactly the voice 
of Cavollaro. Perceiving that he sings with an- 
other's voice requires that the investigators re- 
ceive Sanity rolls; lose 1/1D6 Sanity points. The 
crowd generally seems to have focused both on 
the performance and on their own petitions, so 
this extraordinary event goes almost unnoticed. 
From Faccia's old, dry mouth spill the perfect 
notes of a soprano in her prime, exactly as the 
investigators have heard them twice before. 

Next to this amazing singer sits a large old 
woman, wizened and wrinkled enough to be 
his mother. She sits slack-mouthed, listening 
intently to the aria, as though trying to remem- 
ber something important. Towards the end of 
the aria she begins to weep. Italian rolls can 
translate the lyrics at this moment: “In night- 
darkness, the mind is lost. And in cruel anguish, 
I want to die.” A Spot Hidden reveals that her 
neck is also scarred. She bears a faint resem- 
blance to СауоПаго--регһарв she is related. If 
the investigator somehow deduces that this is 
Cavollaro, a new Sanity roll for 1/1D4 Sanity 
loss is appropriate. 

On either side of them are two uncomfort- 
able looking, well-dressed, middle-aged men, 
four in all. Benito Andriani is not present; op- 
era is hopelessly above him. Faccia may be rec- 
ognized (another Spot Hidden) if the investi- 
gators met him at il Duomo. 

The aria finished, he slumps forwards, 
breathing heavily. A new backdrop unfurls. The 
new scene is inside the temple of Phtah. In- 
cense billows out into the audience as Radamés 
strides in, followed by a group of priests, who 
present him with his sword, his sandals, his hel- 
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SIX BROTHERS OF THE SKIN, 
Milan Chapter 


Damage Bonus: +0 

Build: 0 (average) 

Move: 8 (average) 

Brawl 65% (32/13), damage 103 
Club 65% (32/13), damage 106 


Skills: Climb 4596, Credit Rating 4096, Drive Au- 
tomobile 3096, Fast Talk 3096, Jump 4096, Law 
1596, Listen 4596, Persuade 4096, Psychology 
40%, Stealth 3096, Spot Hidden 50%. 


As keepers wish, the pertinent skills of these execu- 
tives might be considerably higher. 
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met—and then a spotlight comes up on what 
Faccia has dimly sought. 

Radamés’ suit of armor is arranged on a 
large dressmaker's dummy, the seventh dummy 
from the costumers' room. The priests lift the 
amour off; for a second the bare Torso swims 
under the spotlight. It has the look of opales- 
cent marble. The investigators recognize the 
Torso intellectually, by the sheen and color ap- 
propriate to that of the Left Arm, but Arturo 
Faccia recognizes the Torso by the leap and 
thrill of his greedy, obsessive heart. He screams 
in ecstasy, even as the spotlight on the Sedefkar 
Simulacrum piece dies. 

The investigators see that their goal is not 
thirty feet away, but the moat of the orchestra 
separates them from it. There is a commotion 
as the singer with Cavollaro's voice with four 
more men hurriedly leave their seats and head 
up the side aisle. The old woman totters after 
them. Presumably the investigators follow. 
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If a male investigator managed to infiltrate 
the company as an extra, he appears in this 
scene dressed as a priest or a soldier. Not only 
has he made his debut in one of the great opera 
houses of the world, but he is able to stay with 
the dummy as it is wheeled off stage. He will 
need to succeed in Stealth to avoid being sum- 
moned back on stage for Act 2 Scene II, when 
Radamés returns to Egypt in triumph. 


Finale 


Faccia and his men try to get backstage, but it 
takes precious minutes for them to leave via the 
foyer and walk around to the stage door and 
convince Marco that they are extras running 
late, part of the crowd in Act II, scene 2. There 
is ample time for the investigators to also leave 
the house and confront them outside or to re- 
enter through the faulty door to the costumers’ 
room. 

Now it is a game of cat-and-mouse in the 
mazes that backstage at the opera and the 
streets of Milan can provide. The Torso has 
been wheeled off stage by the time the investi- 
gators or the Brothers get to it. It can be wheeled 
along, or Hard Strength roll can pull the Torso 
off its mounting. It is somewhat heavy (SIZ 45) 
to carry, though, and slows down anyone lug- 
ging it. 

The Brothers are indifferent physical speci- 
mens even though most of their viscera comes 
from healthy dead men. They are confused and 
taken aback by Faccia’s frantic, unexpected de- 
mands. Faccia, meanwhile, is left nearly hysteri- 
cal by the totality of the answer to his prayers. 
With his perfect soprano voice screaming or- 
ders at the men, his desire to have the Torso 
overpowers all reason and restraint. 

Allow the situation to play out. At some 
point Caterina Cavollaro’s cloud of insan- 
ity dissolves and she realizes what is happen- 
ing. The investigators can have time bought for 
them as she attempts to throttle her voice out of 
Arturo’s throat. Arturo’s companions come to 
his rescue, prying her off. She stumbles away, as 
Arturo Faccia sits down heavily, squeaking and 
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coughing, but directing the Brothers after the 
investigators. They comply, and that is the last 
time they see him. Fenalik finds him first. 

By this time the investigators should have 
found a cab and driven off. They have stolen 
a rather large piece of La Scala property, but 
the sum paid for it in France (50 francs) hardly 
leaves them open to criminal prosecution. Now 
they must hide the segment and get it aboard 
the Orient Express tomorrow afternoon. 


CONCLUSION 


The train pulls out at 1:20 P.M. Vitality returns 
to Milan as the investigators drag out the anvil 
that had been chained to its neck. 

Each investigator gains 1D4 Sanity for re- 
covering the Torso of the Sedefkar Simulacrum. 
The investigator who recovered the Torso will 
begin to suffer from the Baleful Influence; he or 
she may be short of breath. 


CATERINA CAVOLLARO 


She is alive, but in a body seemingly foreign, 
and her voice gone forever with the death of 


Faccia. If the investigators learn the secret of the 
cult’s Control Skin spell, they can return and 
restore her features to herself. Such restoration 
gains each investigator 108 SAN. But her voice 
is never restored. 

If the investigators are pivotal in returning 
her to Ysabel and her apartment, grant them 
1D4 Sanity. Few believe the crazy old woman's 
tale at first, but Cavollaro gradually convinces 
her maid and then her friends with details that 
only she could know. If she cannot be happy 
thereafter, at least she is safe for the present. 


POSTSCRIPTUM 


Remarkably, the investigators are not pursued 
by the Brothers, even if their hotel is known. 
The reason why is soon clear, as Milan Hand- 
out £5 suggests. It is accompanied by a photo- 
graph of Arturo Faccia, whom they recognize 
from their night at the opera. 

The cause of Faccia's death is Fenalik, of 
course, though the body is enough mutilated 
that vampirism is not a foregone conclusion. 


S fatisties 


FATHER ANGELICO, Age 33, Priest & 


Interpreter 
STR 50 СОМ 60 SIZ80 INT75 
РОМ 50  DEX60 АРР70 EDU 80 


Sanity 75 Build:1 Моуе:7 HP 14 


Damage Bonus: +1D4 

Dodge 35% (17/7) 

Skills: Anthropology 15%, Art (Sing) 30%, Church 
Doctrine 40%, Church Law 30%, Climb 50%, Credit 
Rating 50%, Drive Automobile 30%, Fast Talk 20%, 
First Aid 38%, History 35%, Jump 40%, Library Use 
50%, Listen 45%, Occult 10%, Persuade 55%, Psy- 
chology 40%, Spot Hidden 45%, Stealth 30%, Swim 
55%, Throw 50%. 


Languages: English 50%, Italian (own) 80%, Latin 55%. 
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MARCO BALDO, Age 30, Stage Doorman 


at La Scala 
STR 85 CONSO 51790 INT 40 
POW 50 DEX50 APP44 EDU 60 


Sanity 50 Build:2 Моуе:7 НР: 17 


Damage Bonus: +1D6 

70% (35/14), damage 1D3 + 1D6 
Broken Chair 70% (35/14), damage 1D6 + 1D6 
Dodge 60% (30/12) 


Skills: Climb 55%, Intimidate 45%, Jump 55%, Protect 
Property 65%, Refuse Entry 45%, Spot Hidden 40%, 
Throw 45%. 


Brawl 


Languages: English 10%, Italian (own) 60%. 
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FLAVIO CONTI, Age 59, Recent Lung Re- 


cipient 

STR 35 СОМ 25 651750 INT 65 
POW55  DEX45 APP40 EDU 80 
Sanity31 Build:0 Моуе:5 НР:7 


Damage Bonus +0 

.38 Revolver 30% (15/6), damage 1010 
Brawl 2596 (12/5), damage 1D3 
Dodge 2296 (11/4) 


Skills: Accounting 6596, Credit Rating 7596, Drive Auto 
55%. 


Languages: English 20%, Italian (own) 80%. 


ARTURO FACCIA, Age 67, Head of Mila- 


nese Brotherhood 


STR 40 СОМ 45 51780 INT 70 
POW70  DEX55 АРР 45 ЕПІ/75 
SanityO — Build:0 Моуе:4 НР: 12 


Damage Bonus: +0 

Cult Skinning Knife 6096, damage 1103--2 

Skills: Accounting 7996, Appraise 7096, Credit Rat- 
ing 80%, Law 2096, Library Use 20%, Listen 45%, 
Persuade 5096, Psychology 4096, Spot Hidden 6596, 
Stealth 2596. 


Languages: English 2096, Italian (own) 7596, Turkish 
45%. 


Spells: Control Skin*, Deflect Harm, Enchant Knife, 
Summon/Bind Dimensional Shambler, Transfer 
Organ", Voorish Sign. 


*new spells. 


Pet: Faccia's chameleon is his constant companion. He 


feeds it moths and butterflies from a jar in his pocket. 


This creature is totally unmagical, but stands its 


ground disconcertingly, and appraises investigators as 


though they were flies. Faccia uses it in the Transfer 
Organ spell. 
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BENITO ANDRIANI, Age 24, Faccia's 


Bodyguard 
STR 60 СОМ 75 $SIZ65 INT 50 
POW60 DEX14 APPIO EDU 50 


Sanity 60 Build:1 Моуе:8 НР: 14 


Damage Bonus: + 104 

Brawl 7596 (37/15), damage 1D3 + 104 
Knife 75% (37/15), damage 1D4+2 + 1D4 
9mm Beretta Pistol 40% (20/8), damage 1010 

Dodge 44% (22/8) 


Skills: Concoct Assassinations 4596, Drive Automobile 
7596, Fast Talk 3596, Follow Orders 5596, Jump 4596, 
Listen 3596, Psychology 30%, Sleight of Hand 30%, 
Spot Hidden 5596, Stealth 3096. 


Language: Italian (own) 50%. 


CATERINA CAVOLLARO, Age 27 (Looks 
87*), ex-Opera Star 


STR 55 CON 70 51760 INT 65 
РОМ 60  DEX60 APP55* EDU 85 
Sanity 42* Build:0 Move: 8 HP: 13 


* These statistics reflect Signorina Cavollaro after Faccia 
has cast Control Skin and Transfer Organ on her. She is 
temporarily insane. 


Damage Bonus: +0 

Brawl 25% (12/5), damage 103 

Dodge 30% (12/5) 

Skills: Art (Sing) 26%*/98%, Charm 70%, Credit Rating 
80%, Enjoy Life 85%, Fast Talk 63%, Listen 55%. 


Languages: English 45%, French 50%, Italian (own) 
85%, German 20%. 
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Additional Characters 


Special Items and Information 


Important Events 
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Keeper's Subplots 


Notes 


Baleful Influence 


Statue Piece Owner 
Head 
L. Arm 
R. Arm 
Torso 
L.Leg 
R.Leg 


This section is provided for the keeper's use during play. As the campaign progresses, it is a good idea to record events 
likely to have on-going effects. Use these pages to jot down those occurances as they happen. Even if a week or more 
passes between play sessions, a quick review of these plot threads before each game will ensure continuity. 
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Lowpow КЕЕРЕ "5 МАР 


54 


A; 
AMT Bloomsbury % 
а real Club 
сала e's 


D 
ђ Paddington 
EC 


А Ө) 
[ leng 77 
St Statio 


Chelsea’ Westminster 


4 « 
= P - 


Хо Charing Ihe. 


@, "О 


Kings Cross 


St.Pancras 
uston 


Finsbury 


St. Bart’s 


Liverpool St. 
Hospital 


Station 
Wh; 
23 ER ч, 


~The & Fenchurch St. 
City; 


Times 


' Tower 
of London 


Waterloo CS) Топдог 
Station Bridge 
Southwark 


Elephant & > 
7 Cas S 


Rothe* % 


—Reference — 
. The Imperial Institute 
. Houses of Parliament 
British Museum & Library 
. New Scotland Yard 
University of London 
Victoria & Albert Museum 
Mehmet Makryat's Shop 
Chelsea Arms Hotel 
9. The Turkish Embassy 
10. Henry Stanley's Bedsit 


© x сол Bow юз 


11. Train-Spotters Assoc. 


12. Professor Smith’s Home 
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@ Railway Station 


1 Mile 
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Telegram Handout #1 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


ашьш] POST OFFICE 


s. d. 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


a THE INFORMATION OVERLEAF WILL INTEREST YOU. 


PROFESSOR IN GOOD CARE STOP GOD 


SPEED TO YOU STOP 


Telegram Handout #2 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry” or callat the Office of 
free repetition. 


=== | POST OFFICE 


52 d. 


If there is doubt about the 


ТИМЕ ОР telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


THE INFORMATION OVERLEAF WILL INTEREST YOU. 


REVIEWED DEUTSCHEN ORDER DOCUMENTS 
STOP CONFIRMED STATUE CAN ONLY BE 
DESTROYED WHEN ASSEMBLED STOP NEED 
SEDEFKAR SCROLLS STOP 
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Telegram Handout #3 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


== | Post OFFICE 


s. d. 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


d THE INFORMATION OVERLEAF WILL INTEREST YOU. 


SALZBURG STOP COUNT COLLEREDO 


ARCHIVES STOP NO INFORMATION STOP 


Telegram Handout #4 


TELEGRAPHS. | 


accuracy of any part of this 
Enquiry” or callat the Office of 
free repetition. 


Charges to pay Post OFFICE 


& d 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


THE INFORMATION OVERLEAF WILL INTEREST YOU. 


GOODS ІМ SOCIETE GENERALE ІМ 
CONSTANTINOPLE STOP PROFESSORS 
NAME STOP 
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Blank Telegram Handout 


TELEGRAPHS. | 


accuracy of any part of this 
Enquiry” or call at the Office of 
free repetition. 


Charges to pay PosT OFFICE 


s. d. 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


Prefix. Time handed in. Office of Origin and Service Instructions. Words. 


THE INFORMATION OVERLEAF WILL INTEREST YOU. 


Blank Telegram Handout 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


=== | Post OFFICE 


s. d. 


Office Stamp 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


a THE INFORMATION OVERLEAF WILL INTEREST YOU. 
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Blank Telegram Handout 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


=== | Post OFFICE 


s. d. 


Office Stamp 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


d THE INFORMATION OVERLEAF WILL INTEREST YOU. 
74 
E 

Blank Telegram Handout 


TELEGRAPHS. 


accuracy of any part of this 
Enquiry" or call at the Office of 
free repetition. 


=== | Post OFFICE 


=" 4 


Office Stamp 


If there is doubt about the 


TIME OF telegram ring “Telegrams 
RECEIPT delivery for 


This form, and if possible the envelope, should accompany any enquiry other than by telephone. 


Words. 


Prefix. Time handed in. Office of Origin and Service Instructions. 


THE INFORMATION OVERLEAF WILL INTEREST YOU. 
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'The 


оф по: Heus È 


Whitechape] Road 


Reference 
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Dunwanp STREET 


Windows 
Fireplaces 


Ground Floor 
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BRITISH MUSEUM 


PLAN OF THE GROUND FLOOR 


Southern 
Gallery 
Assyrian Transept 


Egyptian 


26 Nimroud Gallery 
27 к 25 Assyrian Saloon 


29 


30 
3 
M 
M 
35 
м 
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Nimroud Central 
Saloon 

Ninevch Gallery 

North West Staircase 

Arch Room 

Second Supplementary 
Room 

First 
Room 

North West Lobby 


Supplementary 4 


am— ЧУ чш ч 
— 


Cracherode Room 

North Library 

Staircase down to 
North Entrance 

Men's Lavatory 

Stairease up to Prints 
and Drawings 

King Edward VII 
Galleries. Pottery, 
Porcelain, Glass and 
Mediæval — Сојкс- 
попа 


Music Room 
Banksian Room 


К а wo м” = = = = 


^ 
45 
46 


47 
48 
49 


50 to 52 


53 
54 
55 
56 


(REFERENCES 


North East Room 
Catalogue Room 


North East Staircase 6 


and Corridor to King 
Edward Galleries 
Men's Lavatory 
Study 
Sorting Room 
King’s Library 
Hebrew Library 
Studies 
Oriental Library 
Oriental Students’ 
Room 


CONTINUED) 


Manuscript Saloon 
Grenville Library 
Egerton Room 


Manuscript Map 
Room 


Manuscript. Lobhy 
Work Room 

Middle Room of MSS. 
South Room of MSS. 
Attendants’ Room 


Students’ 
MSS. 


Room for 


66* East Rooms of MSS. 


® ч 0 л > ш м 


Study 
Newspaper Store 
Newspaper Reading 
Room 
Staircase to Manu- 
script Dept. Studies 
7i & 72 Studies, Manu- 
script. Departinent 
73 Work Room, Manu- 
senpt Department 
74 Stall Room, British 
and Medieval 
75 Assistants’ Room, 
British and Mediæval 


Front Colonnade 

Entrance Hall 

Roum of Inscriptions 

Roman Gallery 

Trustees! Room 

Director's Office 

Study 

First Greco-Roman Room 

Second Greco-Roman Room 

Third Greco-Roman Room 

Staircase to Greco-Roman 
Basement and Cast Room 

Archaic Greek. Sculpture 
Room 

Ante-Room 

Ephesus Room 

Elgin Room 

Phigaleian Room, with Base- 
ment Room of Graeco-Roman 
Monuments beneath (entered 
from no. 17) 

Mausoleum Roum 

Nereid Room 

Northern Egyptian Vestibule 

Northern Egyptian Gallery 

Egyptian Central Saloon 

Refreshment Room 

Lavatories 


Studies, British and 
Medixval 
Oriental Library 

Area 
Passages 
Rexling-Room Cor- 
ridor 
Female Readers! Cloak- 
Room and Lavatory 
Male Readers’ Срок 
Ron, ctc. 
г Students! Lava- 


Principal Staircase 
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GASLIGHT LONDON Keeper's МАР 


~ 
ж 


- NE / 
em | Gy 
Es | ! 


—Reference — 
. The Imperial Institute 
. Victoria & Albert Museum 
Houses of Parliament 
. British Museum & Library 
New Scotland Yard 
Thomas Cook & Son 
University of London 
Durward Street 
Bumham‘s Rooms 


Batter 
>. 
“са 


m 
а 


O © з с лры 


М 10. Professor Smith's Home 
11. The Oriental Club 
12. Pook's Flat 
13. Devore's House 
% Railway Station 
1 Mile 


Scale 
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, Westminster Castle Statlon 


244 


THROUGH THE ALPS 


GASLIGHT омром PLAyers' МАР 


Islington 


Shoreditch 

Kings Cross m. 

St.Pancras 4 al Green 
get 


Rosin yinsbury 
Bart’s прие St. 


^ З “Hosp 
e (4) Holborn 
Bloomsbu, $$ IN #5 Уш, 
= St.Paul's “б 
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oo SS City [^ 
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Chelsea 


пре S, 


Vat 


Reference 
. The Imperial Institute 


. Mictoria & Albert Museum 


. Houses of Parliament 


. British Museum & Library 


. New Scotland Yard 
. Thomas Cook & Son 
. University of London 


À Railway Station 


0 1 Mile 
Sale Е ыы 
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GASLIGHT CONSTANTINOPLE Keeper's МАР 


@ Railway Station 


© Sea Port 


@) Ferry Port 


Scutari 
(Uskudar) 


—Reference— 
. Sirkeci Station 


2. The Grand Bazaar 
. Hotel de Byzance 
. Hagia Sophia 
5. Тһе Blue Mosque 
. The Imperial Treasury 
7. Тһе Imperial Museum 
of Antiquities 
- The Sultan's Palace 
- Hotel Belle Vue 
10. British Consulate 
11. Hotel d'Angleterre 
12. Thomas Cook & Son 


13. Professor Demir's House - = 
14. The Frenchman's Residence C О N S 'T A N Т I N Q Р L E 
15. Kasim Pacha Shipyards AY TO THE ORIENT x) 


| 
16. Selim Makryat's Fort === 
a geu—— — 2f 
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GASLIGHT CONSTANTINOPLE PLAYers’ МАР 


® Railway Station 


ы Sea Port 


© Ferry Port 


Reference 
. Sirkeci Station 
. The Grand Bazaar 
. Hotel de Byzance 
+. Hagia Sophia 
- The Blue Mosque 
Тһе Imperial Treasury 


* The Imperial Museum 
of Antiquities 
в. The Sultan's Palace 
9. Hotel Belle Vue 
10. British Consulate 
11. Hotel d'Angleterre 
12. Thomas Cook & Son 
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© % A 


© 


Nisra’s Island 
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LX 12 Miles 
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== Low Wall 
Stone Path 
$ Caique Boats || 


# Scrub 
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. The Bibliothéque Nationale 
. Bibliothéque de l'Arsenal 

. Bibliothèque Thiers 

. The Catacombs 

. Jardin Des Tuileries 

. Notre Dame Cathedral 

. The Bristol Hotel 

. The Hotel du Rhin 

. 'The Balmoral Hotel 
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13. 


~Reference— 
Castello Sforzesco 
Arena 

La Galleria Vittorio- 
Emanuele 

Milan Cathedral & 
Piazza del Duomo 
Teatro alla Scala 


The Hotel de la Ville 


University of Milan 
The Caffé Cova 
The Grand Hotel 


Marino et National 


. Hotel Cavour 


. Convent of Santa 
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. Stazione Centrale 
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INDEX OF SIGNIFICANT & Userut ENTRES 


An index of significant and useful entries. Also: f-indicates 
that page and the following page. ff-indicates that page and 
a number of following pages. bold page number-indicates 
a major entry if there is more than one page number listed. 
italics page number-indicates an important illustration. 


1893 diary (Ше) ынасы нотаны 18,19,45 
introductory handout (box) ..... .. 46,47 
summary handout (box) 

7:30 Club (Lausanne)... 

Aida (opera) 

Air route (to Paris). 

Air travel 

Aira (Dreamlands).. 

Alexis, Albert (character) 

Alexis, Randolph (occultist) 

Alfa Romeo. 

Alternate ending 

Andriani, Benito (bodyguard)... 

Angelico, Father (priest) . 

Aphorat (Dreamlands).... 132, 135, 149, 155, 160} 

Apocrypha of the Fez (tome)... 47, 48, 53, 57, 70, 77 

Armenian question (in Ottoman empire) 

Arrest Fez Decline (spell) 

Atal, High Priest of Aphorat 

Atkins, Constance (character). 

Automata (Venice) 

Baba Yaga ........... 

Baedeckers Guide | 

Baldo, Marco (doorman)..................... sss 

Baleful influence (See Sedefkar Simulacrum, baleful 

influence) 

Banks, George (investigator, stats) 

Barrington, Capt. Roderick (investigator, stats 

Bazaar (Stambol) ..... 

Beddows, James (but! 

Beddows notes (box) .... 

Beings of Ib (Dreamlands inhabitants) .139, 145, 153, 154f, 

158,162,165,168, 171,178 

Belgrade, Kingdom of Serbia 

Bey, Sehdi (Ottoman vizier).... 

Bibliothé 


32,33], 39-41, 42, 60 


seve 212, 216, 216, 218, 219 


.71,72,86,89, 197 


Bibliothéque National 
plan ofthe Ига гуанин инв ин 
Black АБ уйинин адан өйи ан entibus 
Blackjack (carefree kitten) 150, 151, 156, 165, 166, 167, 177 
burial of Blackjack..... ... 165, 166, 167 


Blackshirts (See Milan, Blackshirts) 

Blood Red Fez (artifact) 45, 47, 53, 60, 61, 67, 68, 69, 76, 131 
"The Blood Red Fez" (optional scenario) 
"Blue Train, Black Night" (core scenario) 
Bokrug, statue of (artifact) ..... 
Bonaparte, Napoleon (historical figure) . 
the Bora (Trieste) 
Bradshaws Continental Railway Guide 
Break in Diplomacy..................... 
Brew Dream Drug (spell, box). 
British consul (Constantinople). 


British museum 
plan of ground floor... s 
reading room 4222 
Brothers of the Skin (cult, stats)... 45, 78, 109, 187, 208, 209, 
221,228 
Bruja, Madame (old сгопе) ... 132, 140, 143}; 147, 149, 157f, 
159,160,174,176 
Budapest, Austria-Hungary. 
Bulgarian war, 1875... 16,17 
Burnham, Bentley (thug) 5 8ff, 59, 61,62, 63, 69, 93 
Butter, Arthur (train-spotter).................... 35,36,37,37,42 
Byzantine empire ... 
Caique (small boat) .75,80,81 
Calais, France . ...23, 63 
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cost to travel, from Гопдоп......................................... 23 
Cannon (See Karakov, vengeful dead) 
Catacombs of Paris (See Paris, catacombs) 
Cats from За оон нина 140 
Cats of Ulthar (Dreamlands).... 134, 140, 159, 171, 175, 177 
Cavollaro, Caterina (famed soprano)120, 126, 126, 130, 208, 

209, 210, 212, 214, 227, 228, 230 

apartment in Milan 

her voice in the alley... 
Challenger Trust lecture 
Chálons-sur-Marne, France .. 
Charenton asylum (Paris) ..... 
Chelsea Arms hotel (London) 


214 


.61, 63, 69, 86, 87 
.... 105, 106, 107, 110ff 
зн [9 


Chessboard, gigantic (Dream Гаџѕаппе).. .... 198 
Chez Lorien (Poissy) 106/; 117, 117, 119, 120, 124 
floor plans .119, 120 


under Chez Lorien (diagram) 
beneath Chez Lorien illustration 


Children of the Blood Red Fez. .. 47,61, 76, 77 
Chloroform EA 
The Codex Atlanticus (tome). 226 
Compagnie Internationale des Wagons-Lits (See Orient 
Express) 
Conference of Lausanne................. ees 182 
Constantinople Gar... obierit ette 63 
Constantinople (Istanbul), Turkey . 16, 17, 25, 45, 71, 73, 74, 
75,86,146,198 
886 census (851,494). 


British consul 
carriages & horses 
dogs of..... 


Conti, Flavio (ailing businessman) ..210, 214, 218, 219, 221, 


230 
Control Servant of the Blood Red Fez (spell).................. 67 
Control Skin (spell).........................——. 25, 31, 210,222 
Сотто ће Pez (Spell) ааа ананна 67 


Crone (See Bruja, Madame) 
Croydon Aerodrome (London)............................... 
Crystal headland (Dreamlands).... 
Cthaat Aquadingen (tome) 
Cthulhu By Gaslight 
Cultist (stats) 
Cultists' Tower (Princes Islands)... 
Currency (Ottoman Lira) 
Curse of the Putrid Husk (spell)... 
“Dancers in an Evening Fog” (core scenario) 
scenario timeline....................... 
Dance of the Gelin (spell, box)... 
"The Dark Crusader" (optional scenario). 
de Amicus, Edmondo (historical traveller) - 
de Amusco, Juan Valverde (historical medical illustrator)26 
Dead passengers, ten (stats). 


Delplace, Dr. (psychiatrist) 110,111 
is journal ................... wee 15 
Demir, Professor (academic & occultist) .. 52, 52, 55, 60-61, 
75,76,77,81,95 
children (Toprak, Rana, Barlas)... .... 75,95 
idnap of son.. 75,79,81 


Des Esseintes, Duc Jean Floressas (See also Jigsaw Prince) . 
77, 79, 184, 185, 186, 187, 190) 193, 204, 206, 207 

house of .... 189 
Destroy the Fez (spell, box 
Deutschen Order... 
The Devils Simulare (tome) .. 
Devore, Joshua (fez collector)... 
Dimensional shambler (monster) 
Diplomacy game ...................... 
Dogs of Constantinople (box)... 


Doom Gate (spell, box) 
"The Doom That Came to Sarnath"..... 
Doom Train 
"The Doom Train” (optional scenario) ... 
Dracula 
Dragoman (guide).. 


Drain the Fez (spell)... ....67 
Dream artifact ....137, 142, 143, 144, 145, 146, 147 
Dream artifact creatio 

Dream drug 

Dreaming (skill). 133 


Dreamlands 
death and injury... 
Dream Lore 
Dreaming rol 
nightmare effects.. 
technology transfer from Waking World... 
time passage............. 

Dreamlands Express trai 
139 

baggage 

banqueting hall .... 
bath house 
beast of the dream-train 
benefit of passage. 
cat compartment .. 
engine beast 
uel tender .... 


ladies рапог 
layout of the 
men’s saloon 
monster train, 
padded compartment 
passenger lis 
rules of the train... 

sleeping compartment 


"The Dreamlands Express" (optional scenario)36, 111, 127, 
131 
attack on the Express... 
attack timeline (box) 
banquet menu .. 
banquet, first .... 
banquet, second. 
banquet, third (Royal feast 
journey end ...... 
murder, first.. 
murder, second. 
timetable 
waking world investigations.. 47 
Dreamlands Handout #1. 
Dreamlands Handout #2 
Dreamlands Handout £3... У 
Dreamlands Handout $4 ........................ sss 
Dreamlands, Н.Р. Lovecrafts (See H.P. Lovecraft's 
Dreamlands) 
Dream Lausanne (See Lausanne (Dreamlands)) 
Dream Lore (skill)......................... es 33 
“The Dream-Quest of Unknown Kadath?...................... 31 
Dream-Train (See Dreamlands Express) 
Dylath-Leen (Dreamlands)...... 132, 135, 141, 145, 146, 149, 
151f 151 
events in Dylath-Leen................... ss 51 
Egorov (Counts servant) 
Eidolon Lathi.............. 
Electro-shock therapy... 
Embassy of Turkey (See London, Turkish embassy) 
Enchant Flesh (spell, box).................... s 
Encyclopedia of the Ottoman Empire... 
Eunuch (black or white). 
Eyes of Dylath-Leen ... 
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Faccia, Arturo (cultist) ......209, 214, 214, 218, 221, 225, 226, 
227,230 
Father of Sorcerers (See Yog-Sothoth) 
Favorite of Yog-Sothoth (spell)... ...67 
Fenalik, Comte (vampire) .....16, 17, 104, 105, 106, 109, 110, 
110, 116, 125, 130, 147, 185, 193, 197 
Charenton asylum... 110 
villa in Poissy (See Chez Lorien) 
Fez degeneration (box) ... 
Fez servant cultists (stats 
Fez zombie (monster) 
Fezzes, about (box) 
Fire vampire (monster 
Fleming, Inspector (police inspector). 
Flesh creepers (monster) .... 
“The Fog Lifts” (scenario)... 
Forest of Parg (Dreamlands)........... 
Fortune (faithful cat companion) 


French Revolution... ...16, 17 
Frenchman (See des Esseintes, Duc Jean Floressas) 
Freud, Dr. Sigmund (historical doctor) ...................... 71,89 


Galata bridge (Constantinople)... 
Gaslight Handout #1 (box).. 
Gaslight Handout #2 (box) 
Gaslight Handout #3 (box) 
Gaslight Handout #4 (box) 

( 

( 

( 


Gaslight Handout #5 (Бох)... 
Gaslight Handout #6 (box).. 
Gaslight Handout #7 (Бох)... 
Gaslight Handout #8 (box) 
Gaslight on the Orient Express... án 
Ghoul that was Guillaume (monster)......1 10, 111, 130, 147, 
49, 164, 165, 171, 176 

Fiir T ———Ó—— 
Golden Cage of Desire (spell, box) .. 
Golden Horn 
Golden-eyed man (See Mironim-Mer) 
Graft Flesh (spell, box) 
Great War (WWI) 
Guide (See dragoman) 
Guillaume (See Ghoul That Was Guillaume) 
Guimart, Martin (sadistic nurse)... 


.... 110, 113, 114 
Gulf of Nodens (Dreamlands) 132, 135, 137, 142, 149, 170ff 
Guns in Constantinople......... 
H.P Lovecrafts Dreamlands..... 
Haragrim (senior knight) ....... 
Head of Simulacrum (See Sedefkar Simulacrum) 

Heiroglyphs (language)................... s 68,77 


Henri the conducteur (See Peeters, Henri) 
Hermetic Order of the Golden Dawn (cult) 
Hermetic Order of the Silver Twilight (cult) 
Hobbs, Dr. Neils (doctor). 
Holy Roman Empire 
b (doomed city)... 
b delegation (See Beings from Ib) 
Illuminati (cult) 
mperial Institute (London) 
mperial Museum of Antiquities (Constantinople) . 
mperial Treasury (Constantinople) e 
ranon (shepherd boy) .................. s 
sland of Doomed Princes (See also Princes Islands) 78, 79, 
80,80 
stanbul University (Constantinople) .............................. 75 
stanbul, Turkey (See Constantinople) 
taly in the 1920s 
customs .... 
government .. 


БОШ нод ината 209 
Jigsaw Prince (See also Des Esseintes, Duc Jean Floressas) . 
45,48, 187, 188, 198,200 
Kapok (loyal cultist)...............................—.. 65,69, 70, 79, 92 
Karakov (arms dealer) ... 132, 142}; 148}, 150, 157, 162, 173, 
175,176 
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(dL — H——  M— 
submarine 
vengeful dead . 
vengeful dead, how to stop .. 
Kasim Pasha shipyards 
Keeper Notes 
Kelley, Sir Edward (historical alchemist) .. 
Kensington, London..................... 
King Kuranes' guardians (stats)... 
Kingdom of Serbs, Croats and Slovenes 
Kuranes, King (Dreamlands ruler) ..152, 160, 162, 166, 168, 


173 


170 
La Scala, Milan (See Teatro Alla Scala) 
Lake Mnar (Dreamlands) . 52 
Laudanum....................... „71 


Lausanne, Dream (Dreamlands)....188, 189, 191, 192, лаў 


2189 


dream clues 


escape... 
mob (stats) . 
perilous lunch. 
streets of ......... 
first event... 
second event . 
hird event 
ourth event .. 
fifth event.. 
sixth event. 
seventh event 
taxidermy shop 
tria 


.195 
199, 201 


bargaining with the Prince 
first charge-challenge to rule 
scoring the trial (box) 
second charge-a foreigner. 
hird charge-forbidden knowledge 
verdict... 
wasteland.... 
Lausanne Handout 4 
Lausanne Handout #2.. 
Lausanne Handout # 
Lausanne, Switzerland. 77, 125, 131, 181 ff 186, 188 
Cantonal museum and library .... .188,189 
cathedral 
events in Lausanne (box)... 
le Chat Noir. 
le Signal ...... 
map of Lausanne 
Musée Arlaud...... 
statue of Otto of Grandson 
suicide rate increase с.1918... 
Left Arm of Simulacrum (See Sedefkar ааста 
Left Leg of Simulacrum (See Sedefkar Simulacrum) 
Leroux, Dr. (Charenton director)..................... 110,112, 113 
"Les Fleurs du Mal" (core scenario) 
Les Fleurs ди Mal.......... 
Lira (Italian currency) .. 
Lira (Ottoman currency, aka piastre) ... 
Lodging house on Durward street (diagram 
London, 1923 
1890s London (map 
1920s pictoral plan (map) 
events in London, 1923 (box).. 
London Keeper's Map (map)....... 
London Players’ Map (тар)... 
Turkish embassy. 
university of........ 
Victoria station 
London Handout #1 (b 
London Handout £2 (bo: 
London Handout £3 (box 
( 
( 


London Handout #4 (box) .... 

London Handout #5 (box) .... 

London Handout #6 (box) .... i 
London Train-Spotters..................... ss 


Lords of the Horizon ................... ЛЛУ 49 

Lorien family (Christian, Veronique, Quitterie) ... 118% 121, 
129f 

Louis IX, King (aka Saint-Louis) ........................... 117 

Lovers Heart (dream artifact) . 132, 141, 145, 147, 149, 157, 
174 

Macgregor, Aileen (reporter)........................... 64, 69, 79, 91 

Mackenzie, “Мас” (disillusioned diplomat) ..141 148, 150, 
166, 171f, 175, 176 

Madman (lost dreamer). . 146, 149, 155, 158, 172, 177 


Magyar (language)... 
The Louvre (Le Musee de Louvre, Paris) .... 
Makryat, Mehmet (cultist leader) . 10, 12f, 14, 19, 20, 25, 30, 
76, 78, 198 
shop (in Іопдоп)............4.4 40000222. 
skin devil (monster). 


telegrams from. 
Makryat, Selim (cultist leader) .... 


13, 45, 47, 58, 76, 78, 187, 


198 
Man Dies Three Тїте$.......................... 10, 13, 14, 14, 19, 33 
Mandarin, Paul (disgruntled employee) . 113,114 
Maudslay Collection... 
Mayan sculptures ....... 


Meadowcroft, Amelia (investigator, stats)... 
Menkaph, Hieronymus (cultist) 47, 59, 62, 64, 65, 66, 68, 69, 
70, 73, 77, 78, 79,92 


killing him early ... 73 

Milan, Italy 16, 17,36, 125, 127, 198, 208, 209, 211,213, 215 
Angelico, Father (priest of Il Duomo) ...................... 217 
blackshir 


centro di Milano (city center)... 
events in 1923 (box). 
П Duomo (cathedral) 
map of ci 


..213,216f 
„215 


37 


Stazione Centrale (station) 
Milan Handout #1 .. 
Milan Handout £2 .. 
Milan Handout #3 
Milan Handout #4 
Milan Handout #5 .. 
Minkoff, Karla (Russian companion).................... 65, 72,91 
Mironim-Mer (wine trader) 140, 144f 151, 156, 157, 158ff 
162,164,168,172, 177 
Missiri’s hotel (Pera) .. 
Mob (stats) 
Morphine 
Mt. Lerion (Dreamlands) 


Münich, Germany ...... .. 86,88 

Murder (See “Тһе Dreamlands Express”, murder) 

Museum of Ancient Costume (Constantinople) .............. 77 

Mussolini, Benito (historical leader).............................. 21 

Myers, Elizabeth (distraught newlywed)... 65, 69, 70, 72, 75, 
92 

Myers, Scott (doomed newlywed) .. 61, 63, 64, 65, 69, 70, 72, 
75,92 


Nadamens (senior knight) 179 
Nagelmackers, Georges (historical OE founder) . 
Napoleon (See Bonaparte, Napoleon) 
National museum of Belgrade. 
Nicholas II, Tsar...... 
Nightgaunt (monsters, stats 
Nightingale, Florence (hospital of)..... 
Nightmare effect. 
Nine-Fingered Abdullah (trawler captain). Ж 
Nisch (Nis), Kingdom of Serbs, Croats and Slovenes ....... 89 
Nisra, Daughter of Fate (harem girl, cultist) ...48, 68, 73, 76, 
77,78,79,81,82, 82,96 
Nodens (god) 
"Note For Note" (core scenario) .. E 
scenario timeline (box) ................. sse 


.. 135 


Order of Brothers of the German House of St. Mary in 


Jerusalem 
Orient Express... 17,23, 36, 45, 60, 63, 127, 131, 231 
benefit of passage (box) ................ е. 127 
carriage construction, plumbing... 5 


Dreamlands express 
founding, Gaslight-era service .. 
gaslight-era timeline (box).... 
gaslight-era train configuration .... 
timetable 
Oriental Clu ...7, 18,46, 47, 50, 55, 56, 57, 61 
Ottoman Empire we 45, 48, 74, 
Ottoman Constantinople (See Constantinople, Turkey) 
Padded compartment (See Dreamlands Express, padded 
compartment) 
Paris, France... 16, 17, 59, 62, 86, 87, 101, 107, 108, 112,125, 
130,131,147,187 
1923 events (box) .. 
catacomb 
currency ....... 
dream Paris .. 
Gare de l'Est (station)... 
Nouveau Paris Monumental map.. 
Paris environs map 
Paris map........... 
ready to depart .. 
Paris Handout #1..... 
Paris Handout #2..... 
Paris Handout #3 
Paris Handout #4 
Paris Handout #5 
Paris Handout #6 
Partridge, Walter (train enthusiast) .... m 
Peeters, Henri (Belgian conducteur, dreamer). ).63f 82, 131, 
135, 136}; 147, 150, 157, 164, 179 
Pera Palace hotel (1894) .74,84,84 
Pera-Galata, Turkey (Constantinople). ......74,79 
Persian (language) ............... 68,76,77 
Piastre (See lire, Ottoman) 
Pillar of White Gold (Dreamlands) .........................165, 166 
Poissy, France ..... .106, 112, 116, 129 
e Gare (station). 
olat, Dr. Kasim (investigator, stats)... 
oliceman (Turkish, stat) 
ook, Matthew (English student)... 
Pook' journal (box) .. 
ОСТ. ыны н 
rince of Dylath-Leen . |. 
rinces Islands, Turkey... 8, 61, 78, 80, 80 
ofessor Smith (See Smith, Dr. Julius Arthur) 
Ramazan, Prince (doomed Turkish Princeling)... 48, 78, 79, 
81, 82, 82,96 
Razumosky, Count Rudolph (Russian autocrat) ... 66, 69, 91 
Razumosky, Countess Irina (young wife) ....... 66, 69, 73, 91 
Red tower (See Shunned mosque) 
Right Arm of Simulacrum (See Sedefkar Simulacrum) 
Right Leg of Simulacrum (See Sedefkar Simulacrum) 
Rischonti, Paolo (stage manager) ........................... 224,225 
Ritual of Cleansing (spell) 
Rogniat, Madame (secretary) 
Rotherhithe fez murder (box) 
Royal Feast Menu (box) .. 
Royal Passenger 
Rue St. Etienne, Lausanne... 
murders ................. 
Sailor (Turkish, stats). 
Salzburg, Austria... 


аз 


Sarnath (Dreamlands) 
Sarnathian and Sarrubian (on confusing the two) ........ 141 
Загпа ап delegation (Dreamlands inhabitants) 139, 145f, 

151, 152, 154, 158, 161}; 164, 165, 168, 170, 178 


Saroch, Dr. Jean-Louis (investigator, stats 
Sarrub (Dreamlands)...................... ss 
Sarrubian and Sarnathian (on confusing the two) ........ a 
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Scotland Yard оган ары нынын тайы horti 
Scutari, Turkey 
Sea of Marmara.... 
Sedefkar scroll (artifact) .... 


16,17,22,25,119,181, 190, 195 

fake $сто/]................................... 190, 191, 192, 202, 204 

Sedefkar Simulacrum (artifact) ...... 13, 16, 19, 22, 103, 108, 
109, 111, 120, 123, 147, 181, 185, 193, 195, 209 


baleful influence. . 118f 123,205 
destroying it 23 
head 123, 193, 196, 202, 203, 204 
left arm . 122, 123f, 205 


left leg ..... 
right arm 
right leg 


23 


Sedefkar the Osmanli..................... ses 195, 204 
Serranian (Dreamlands 132, 135, 149, 167f, 169 
Servant of the Fez 80,93 


Shadow Spawn of the Blood Red Fez (monster) .. 55, 65, 72, 
93f 

hadow Void (spell, box)... 
hantak (monster, stats) ... 
hipyard (See Kasim Pasha shipyard 
horeditch, London ........................... 
hunned Mosque (aka Red tower)... 
implon tunnel (compl. 1906) 
implon-Orient Express (See Orient Express) 
irkeci station, Constantinople ..... 

ai river (Dreamlands) 
in devil (monster) 
in Walkers (monster) 
inless One (god)....... 
eeping Car One.. 
eeping Car Two.. 
Smith, Dr. Julius Arthur (professor) 7, 8, 9, 10, 14, 15, 7, 25, 

30, 45, 48, 50, 51, 54/f, 60, 77, 197, 208 

burned Тай... ә... енсе енеден нинен нө 14, 15,17 
kidnaping ... 


о о о о о о оо о о о о о о 


what you know of him (Бох)... 

young professor Smith (box) 
Société Général (Constantinople office) ... 
Sofia, Principality of Bulgaria ........................ 
Sona-Nyl (Dreamlands) ............ 135, 141, 149, 152, 166, 167 
Sophie (cat, Blackjack's mother) .............. 151,159,162, 177 
Sorceror (undead horror) 144, 145, 147, 149, 159, 160, 163, 

164, 170, 173}, 180 

Spawn Fez (spell) . ..67 
Spinola, Ennio (unwilling lung donor) ........... 214, 218, 219 
Spontaneous human combustion 
Squeaker (speaker for Beings of Ib) 
St. John's Мїоод.............................. 
Stamboul, Turkey (Constantinople)... 
Stanley, Henry (English train-spotter).. 
Strange Companions 
Strangeness on the Train (box)..... 
Strasburg, Prussia (c.1893) 


Stuttgart, Germany 

Submarine (See Karakov, submarine) 

Sultan (of Ottoman Empire) ................... s 79 
Taking a later train (box) ................... s 62 


Taxidermist shop (Lausanne) 
Teatro alla Scala, Milan........... 
backstage... 
costumery... 
costumiers curse 
old crones ........... 
performance of Aida 
theater plans....... 
Telegram Handout £1 
Telegram Handout £2 
Telegram Handout #3 
Telegram Handout #4.... 
Telegram Handout blank 
Telegraph (service) 


Telegraph Restant; scu ан toto enn е анна 25 
Teutonic Knights 
Thalarion (Dreamlands) 135, 141, 147, 149, 161, 162ff 
Therapia Summer Palace hotel (Constantinople)............ 84 
Thomas Cook & Son ...23, 79, 83, 85, 90 
Thrall to the fez (monster) .. 
Thugs of Menkaph (stats) 
Todorovic, Dr. Milan (museum curator) 
Topkapi Museum (See Constantinople, Topkapi Museum) 
Torso of Simulacrum (See Sedefkar Simulacrum) 

Toscanini, Arturo (music direc 
Train set (artifact). 
Trans-Siberian railway "m 
Transfer Organ (spell)... 210,222 
The Travelers Companion (OE passenger guide) 13, 23, 101, 


102,181 

Trench Rats (rat horde, stats)... .. 180 
Trieste, Майу.......................... 6,17,23,196 
Trubosky, Pytor (Russian gentleman) .... 66, 69, 73,91 
Turkish (language). ....68, 74, 76, 77 
Turks 74 
Ulm, Germany... m 

Ulthar, Dreamlands ........... 131, 133, 134, 135, 141, 149, 150 


Unaussprechlichen Kulten (tome).................................. 189 
Undead servitor of the Blood Red fez (monster) ..54, 55,94 
University of London (See London, university of) 

University of Marmara (Constantinople) ........................ 75 
Vangeim, Remi (student 
Varna, Principality of Ви 


Vengeful dead (See Kara 

Venice, Italy 

Victoria station, London 

Vienna, At nonnina 

von Hofler, Baron Leopold (Austrian noble & occultist). 56 
60, 61ff, 70,93 

von Hofler, Ilsa (concerned daughter) ....................... 70, 93 

von Wurtheim, Maximillian (Prussian freeloader) 190, 191, 
207 

Waking from dream... 135; 155 

Waking World. 32,135, 141, 144, 147, 203 

Wentworth, Richard (student) .......................... 22-23 


Wellington, Edgar (taxidermist & occultist) 119, 120, 181}, 
183, 184, 190, 191, 193, 198,207 


diary ..... .... 191, 192, 193 
receipt... 
Wellington, William (wounded brother). 184, 185, 186, 190, 
9] 
The Whispering Fez (tome) . 48, 53, 58, 59, 61, 65, 67, 68, 70, 
76, 77, 82 
What if the investigators get everything? (box) ............... 73 


Whitechapel, London 
Winckelmann, Johann (Prussian archaeologist) 
Wine, of the Dreamlands 
Worth, Professor Harold (investigator, stats) .. 
Xura (Dreamlands) ................... 135, 141, 147, 149, 163, 164 
Yatagan (Turkish sword) 
Yog-Sothoth (god?) .... ..77,81,82 
Zar (Dreamlands) 35, 141, 146, 149, 151, 152, 155 
Zoog (Dreamlands creature).......................... 140,150 
Zsusza (dancer). 143, 146, 149, 151, 154, 158, 161, 168, 172, 
75,176 
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